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bradyGames’ Resident Evil 4 OBfeic 
oa 
Strategy Guide aims to be the most 


us the locations of necessary items, valuable , 
treasures and powerful weapons. The book is : 


written for both the first-time play 





oying their first y a . 





video game, as well as for the expert gamer seeking hidden 4 
items and secrets. 


‘This guide was designed to explore the entire game on a room- 





oom basis. When starting out, first read the Game System and 


Strategies chapter to understand how to control the character, fire 





weapons, and interact with the environment. The tactics and strategi 





outlined in that chapter are actions that a player must repeat in virtually : 
every portion of the game. The Enemies cf 
elim 





japter contains specific tips for 





ating the enemies encountered frequently in most areas of the game. 
Monsters that appear only once during the game - and are much harder to 
kill than the others (called “bo: 





enemies) - are examined thoroughly in 
the walkthrough chapters. It calls for a small amount of page flipping on your 


part, but it prevents the guide from becoming repetitive and hard to read. 


The walkthrough that describes the progression of the game” step-b; 





tep 
is broken up according to the in-game chapters and chapter portions, for 


easier reference. The game starts in Chapter 1-1. 





ch chapter description is 
broken down on an area-by-area basis. The area description starts with a map 
displaying the locations of 





il known ite! 





ns, Below that is an extensive and in- 
depth exploration of the environment's inte! 





are often 
references to “triggers” that may cause additional enemies to appear in an area, 


tive features. There 


Some areas are so wide open and the possibilities for action are yariable. In 





such instances we have tried to provide all the strategies that the game allows, 


but you'll probably need to perform only some of the actions listed in order to 
handle all of the comba 





in the area. 


Additionally, please remember that Resident Evil 4 features a random-' 





m 
system. Some items can definitely be found in an area every time you play the 


game. But most areas contain several randomly determined items. When smashing 

a barrel or crate, you might reveal money, ammunition, recovery items or grenades. " 

Or, it could be empty. In such instances, we've attempted to point out the locations 

where random items might be found, and we've included the total number of random 
items possible in each area, 





Now stop reading about how to use the guide, and use it! One of the best experiences 
in video game history awaits, and this book helps you 
squeey 





xplore every nook and cranny and 





every moment of fun out of it! 





ewers of the city to safety, He 





ituation in Raccoon City 





with an overwhelmingly final solution - nuclear annihilation. With the downfall and dissolution of 
Umbrella, Leon felt slightly relieved and convinced himself, like everyone else, that the horror 


could never happen again... 





‘That was six years ago. 


Determined to protect the people, Leon is now a government agent. Haying worked his 
way up from ageney to agency to the top ranks of national security, Leon has now 






completed the training necessary to join the secret security service of President 


Graham himself, There's just one ‘Phe President’s daughter has been 












shley Graham and the group that 
eres community. The 





uit the resistance he will face in the village is nothing like he has 
except for that time, six years ago, when death 








Leon S. Kennedy 





Ashley is the teenage daughter of he President a 

the United States. On the day she was © f 
Leon 8. Kennedy was assigned to track 
abductors, rescue her from them, and return her 
to the States. Ashley is a sweet young girl with 
no knowledge of combat or self-defense, and 
she’s depending completely on Leon to protect 
her and guide her to safety. But what Ashley 
does not realize is that her captors have 


insidious plans for her that involve returning 


her to her father. What good could it possibly 


do the bad guys to kidnap her and then 
return her? © 








While searching for the Presidenc’s daughter 


in the village, Leon finds a document that 





indicates she is being held in an abandoned 


the location, 





farmhouse, When he arriy 
he finds Luis Sera instead. Bound and 
gagged, Luis is a local citizen who seems 
to know a great deal more than he is 
willing to admit. Leon questions Luis’ 
true part in the events playing out, and 
wonders what his connection is to “Los 


Hluminados: 





§ fours in various agencies, Leon 
én Alot of good ae come 
qs 1 has all 19 Seen some die, 
; 5 
on thought Krauser died years ago in 


rong side in the current 


[lluminados 








Jack Krauser 
Bitores Mendez 


The village chief is an 





abnormally tall and menacing 


figure with multi-colored s 





that leads the other villagers in 





their attacks on Leon. Unlike 
other villagers, Mendez seems 


intelligent and educated, and 





leaves ral written agendas 
and notes lying around. In their 
first meeting, Leon experiences 


the savage strength of the villz 





is Mendez’s 





chief firsthand, Wha 


agenda, and what is the secret of his 





false eye? 





ada wong 





De 


Years ago there was a woman who died to 


save her man. The rookie officer named Leon 





Kennedy wanted to protect her, but failed. 








Mer death has haunted him for y . Leon 








met Ada as she w: 





searching Raccoon Gity for 
her boyfriend - a researcher named John. But Ada 


was looking for much more than that. She was a 





secret agent of an unknown company, a competitor of 





Umbrella’s, and she wanted to obtain a sample of William 
Birkin’s G-virus. In the end, she chose life over money, 


and gave her life to protect Leon’s 


Or so he thought, 





Ingrid is a long-time communications o! 


federal government. During Leon's mi 


s as needed. 







It called ‘Los Iluminados’ is as much of an obscurity as the group he leads. Insidiously 
| Ramon Salazar into releasing Las Plagas from centuries of captivity underground, 

i ‘village, Saddler made the locals his slaves and forced them to build a 
“innssive facility on a remote island formerly used for research. Leon must penetrate the layers of Saddler’s cult and 


ans for Ashley Graham, and the world. 


































‘organization in order to find out this megalomania 


Ada Wong 
Angrid Hunaigan 
Osinund Saddler 
Ramon Salazar 


ramon salazar 


Upon entering the 
massive castle east of 
the village, Leon and Ashley 


encounter the devious and 





insane castellan, Ramon Sal 


He acts with intelligence and cruelty of which 








only an adult is capable. His childlike appearance 


is obviously deceiving. Long ago his ancestors 





ed the dangers of the horror called ‘1 





recogn 








Plagas’, and sealed away the parasitic monsters 





deep underground. Unfortunately, young 
Ramon fell under the spell of the leader of ‘Los 
Iluminado: sretive cult lead by Osmund 

Saddler bent on world domination, Saddler 

convinced Salazar to atone for the “sin” 
his ancestors committed, and t : 
they revived 

believes the ¢ 
control, but on 
allows him t 





enemies 
LOS _GANADDISAW) (DS 


‘The term used by the main villains in the game to refer to common enemies with a humanlike appearance is “Los Ganados,” which 
“the cattle” and references the plans of the Los IMuminados cult involving taking over the population by parasitic infection. 





means 





Los Ganados includes a broad range of enemies with a variety of strengths and a range of different appearances. In the early moments of 
the game, Los Ganados appear as male and female villagers of various ages that are 
extremely hostile and violent to Leon for then-unknown reasons, Villagers may be 
unarmed, or they may carry pitchforks or axes. Villagers armed with axes or sickles 
may throw their weapons when at long range, Villagers that light and toss dynamite 
sticks should be targeted immediately, both to prevent Leon from being caught in a 
blast and to cause the enemy to drop their explosive, killing themselves and others 
in the resulting explosion radius. Rare villagers carrying chainsaws are quite a bit 
tougher to kill than the rest, requiring several attacks. Chainsaw maniacs and hags 
typically drop valuable treasures and gold bars, so killing them is an easy get-rich 
quick scheme. — 


At the outset of the game, the best way to eliminate Los Ganados is by shooting 
them in the head, attempting to score a critical headshot that decapitates the 
villager completely. Even if the villager is not decapitated, shooting them in the 
face causes them to scream in pain and stagger, allowing you to run up to them 
and perform a kick when the action button appears onscreen. Throwing flash 
grenades blinds villagers, allowing you to move in ¢lose to attack or kick them 
to the ground. By knocking several villagers to the ground, Leon is in less danger 
of being attacked, P rone villagers can be shot continuously until dead, Shoot 
approaching villagers in the knees or feet to trip them, then shoot them while 
they're down, Crowds of oncoming villagers ean be eliminated or knocked to 
the ground instantly with shotgun blasts, hand grenades or incendiaries. Once a 
crowd has been reduced in size, switch to a handgun or lesser weapon and pick 
off the remaining enemies individually, 








At night, the parasites that control Los Ganudos may be revealed if the enemy 
is decapitated, These monsters, called “Las Plagas” and detailed further in the 
following description, give a Ganado a second chance to attack Leon. Because 
emerging Plagas require more ammunition to kill, it becomes necessary to 
reduce attempts to inflict critical headshots. Shoot enemies in the torsos to. 
reduce the chances of revealing Las Plagas. 





In later stages, Los Ganados take the form of Los Illuminados cultists in black 
or red robes. The religious zealots in red are quite a bit harder to kill and usually reveal their Plaga regardless of where they are shot. 
Gultists wearing steel masks cannot be eliminated with a critical headshot. Zealots behave more intelligently than villagers, and attack 
~ Ye by throwing seythes or by firing Naming arrows from crosshows. The Island stage at 
. \ ss * the end of the game is inhabited by all new commando enemies, ineredibly resistant 
~ ae & “to damage and well-armed. Soldiers on the island sometimes fire guns or crossbows, 
& * oreven rocket launchers. Commandos wearing helmets can only be decapitated 
LO ome, by shooting them in die face, and then only emiesitating massive gattling 
6 v7" «4 guns or giants wearing bulletproof armor prove extremely difficult to kill. Aim for the 
+. &. 4 head, and throw grenades to take out tougher enemies. 


Los Ganados sometimes drop pesetas, recovery items or ammo when killed, Special 












Ganados - such as red-robed zealots - may drop important key items or treasures. 


LAS PLAGAS, (; /\ 


‘The parasites that control the villagers, and in turn are controlled 
by Los Tlluminados, are referred to as Las Plagas, which means 

“the plagues.” Las Plagas are extremely light-sensitive and do not 
appear during daylight hours, Once darkness settles, Las Plagas: 
begin revealing themselves, When @ Plaga emerges from the neck of 
a decapitated human, additional ammunition and greater accuracy 
Js required to put the enemy down, ‘Therefore, attempting critical 
headshots after daylight hours is a trieky business, 





i Los Ganados 
tas Plagas 











‘Once #t Plaga emerges from a person's neck, damage to any other ei | 

part of the body is reduced to 1/3rd normal, The Plaga itself is the 2 ‘ 

only weak spot. Shoot the Plaga repeatedly with the handgun to: 

jnake the entire body stagger, so that a kick can be performed. wm. Suk 

Plagas can be eliminated more quickly with shotgun blasts, or : ity 

instantly with a sniper rifle. The best way to eliminate multiple ee SP 

Plagas at once is by throwing a flash gre = R \ 

creatures Instantly. es e 163i 
fa. =)! 


\] aa j Plagas take several forms, gradually becoming stronger and more 
deadly as the player progresses through the game. The first type of 
5 Plaga encountered consists of a gooey and bubbly central mass from 
Sa which several long tentacles sprout. Some tentacles serve merely 
a %, j as whips, causing staggering and minor damage. One tentacle in 
particular ends in a razor-sharp bone used to slash victims. 








The second form encountered is seen immediately after entering the 
Castle stage. Las Plagas emerging from many of the cultists in the 

aici ~ Gastle take the form of centipede-like monsters similar to the ones 
that emerge from the El Gigante boss. While this creature can attack only at close range, a suc: 
fatal, decapitating Leon or Ashley, This form is even stronger than the tentacle form, requiring several shotgun blasts or two 
rifle shots to kill, 








ul attack proves instantly 


The third form is the largest. Somewhat spider-like, this form is 
capable of the same fatal decapitation attack, It can also spray 
Leon and Ashley with a heavily damaging acid from a medium 
range. When this form of a Plaga’s host body is finally eliminated, it 


detaches itself from the body and quickly crawls up to Leon’s feet. 





One shot kills this form immediately. But, if it’s not destroyed soon 
enough, this creature can seize Leon and soak him in damaging 
acid. Rotate the thumbstick rapidly to escape from this attack and 





lessen the damage received. 





GARRADOR) \) © 


‘The term “Garrador” means, “man with claws,” and refers to gigantic * ibys fi L. 
men in gladiator-like armor with retractable tri-blade claws. Garradors i rT 
are practically blind, capable of seeing only within a gyo foot radius in , - 





front of itself. They seek out their victims by sound. Therefore, if Leon : > 
stays some distance back from a Garrador and walks instead of runs, 4 
there is 1 great chance the creature may not be able to locate him. 7 we 
~ ya die 


i oe. 





‘The only weak spot on a Garrador is the Plaga visible on his back, To 
damage a Garrador, navigate around the monster and shoot it from 
behind. When the opportunity to damage a Garrador arises, use a rifle 
or shotgun to maximize the damage inflicted. Leon has the opportunity 
for only one shot before the Garrador starts staggering around in pain, 
ruining the chances of aiming. After shooting, it is important to move 














away from the spot where you were previously standing. As soon as the = 
Garrador regains itself, it goes berserk, runs to the spot the gunshot 
sound emanated from and commences swinging its claws. : = 
ei i 
Miro 
si Mand grenades are 
% 
, particularly effective when 
e ‘ thrown behind a Garrador, 
¥ a Z Flash grenades are completely 
9 ineffective, and detrimental to 


boot. The flash actually brightens: 
the room enough for a Garrador 
to see Leon clearly, and the monster 
v. quickly attacks. The mine thrower or a 
+ rocket launcher are the most effective weapons 
to use for eliminating a Garrador quickly, Sometimes: 
bells are hung in the vicinity of Garradors, Shoot the 
bell to make it ring, causing the monster to attack 
the bell instead of Leon. As the Garrador goes for the 
bell, it provides an opportunity to run up behind it and 
blast its Plaga at close range. 








COLMILOS |. () 


‘The locals call the vicious mountain 
wolves infected by Las Plagas 

“Golmillos,” which means “eyeteeth, 
‘They are often used as guard: 
Jas Plagas to prevent outsider 








ontering important areas. Colmillos: 
have a shortened range of sight, so that 
Leon might be able to spot them from a 
dozen yards away before they spot him. 
When a Colmillos notices an intruder, 

it grows and runs forward immediately. 





\ Colmillos’ favorite form of attack is to 
ichle # person to the ground and then . 
‘ry to rip their throat apart with their teeth. This attack ean be shortened and the damaged lessened by placing your palm 
on the thambstick and rotating it as fast as possible. Colmillos also employ a close ‘range thousand tentacle whip attack, 
wherein they begin lashing Leon back and forth rapidly with a myriad of tentacles shooting out of an open wound 
Although an es 
by rotating the thumbstick. 














on the wolf's bac! 








‘not displayed onsereen, Leon can escape this attack sooner 
ae 


s is with incendiary grenades, which tend to kill 
9 can be taken out with several shotgun blasts. 


‘The best way 
them instantly. Indivi 








NOWVISTADOR |) |) 


‘The sewers and caves beneath Salazar’s sadistic palace are inhabited Fae %) f baie 
by lurking horrors he calls “Novistadors,” insect-like mutants 

that seemingly have nothing to do. with Las Plagas but are deadly 
nonetheless. The name is a play on Spanish words meaning something 
like “no see the man.” Novistadors are capable of bending the light 
spectrum around their skin, rendering them virtually invisible. The 
only way to spot 4 Novistador before it spots you is to search the 

areas in which they typically dwell with a sniper rifle. Novistadors 
create a light ripple in space, and their cold breath and constant drool 
often give away their positions. Novistadors can also be spotted with 
thermal imaging, by equipping an infrared scope on a compatible 
sniper rifle. However, this option is only possible in a replay game, 

and only if the infrared scope is retained at the end of the previous play through. 


He ~*  Novistadors take up positions on the floor, ceiling and walls. When 
© they close their eyes, they become completely invisible until 

"  wnsuspecting prey enters their territory. But in order to move or 
advance on a vietim, Novistadors must open their slowing eyes. Their 
eyes give away their position and proximity, allowing you to shoot 


them preemptively. 





“ 


Use powerful weaponry such as a shotgun or grenades to take 





on Novistadors at close range. Every time a Novistador has been 
shot, it writhes in a moment of agony, allowing Leon a split second 
Opportunity to kick it and knock it away. Maintaining a safe distance 
from Novistadors is important, since they are capable of leaping on 
Leon from some feet away. If ever you lose sight of a Novistador in 
front of you, it may have leapt onto the ceiling or walls and crawled 
behind you for a surprise attack. Relocate immediately in order to 
force the Novistador to pursue you and give away its position again. 


Novistadors may perform a back-flip kick just to knock Leon down, or 
they may slash him with their sharp claws. Both attacks cause only. 
slight amounts of damage. But the favorite attack of a Novistador is 
to leap on top of Leon and spray him with gouts of heavily damaging, 
acid spit. If a Novistador leaps onto Leon, place your palm on the 
thumbstick and rotate it fervently to break free of the grip as soon as 
possible. 





Novistadors encountered in a deep underground cave take flight, and 
may sWoop in to a hovering position over Leon. They're extremely 
vulnerable when shot out of air, so use a shotgun to try to take 
advantage of this vulnerability. Flying Novistadors attacked with a 
sniper rifle while hovering in the air over a chasm or pit are instantly 
killed, However, it is worthwhile to try and kill Novistadors on land 
that Leon can access, because they very frequently drop valuable Red 
liyes, Green Byes or rare Blue Eyes. These three types of gems sell for 
thousands of pesetas on their own, but they can also be inserted into 
4 Blind Butterfly Lamp to add tremendous value to the treasure piece, 








ARMADURA 


Ld 





Las Plagas also take up residence inside armored 
suits within Sala 





r’s gothic castle, and animate 


buttons displayed ons 


damage from an axe attack, 





Hovistador 
Anmadura 





3 Leon. When an Armadura gets within 


fe ly rear back and then swing their sword or 
axe. It is important to 


rant to get out of the way, and to understand that the 
attack may be a vertical swing or a horizontal cut. 


Walking Armaduras can sustain heavy amounts of damage before 





the Plaga inside the suit shows any signs of pi in. Use hand grenades 
or incendiaries to damage the suit until the helmet is knocked off, 
revealing the parasite. If grenades are in short supply, blast the 
helmet repeatedly with a shotgun until the suit is decapitated. Then 
toss a fi enade to eliminate the 
BO MRE 
| Ashley is ed by Armaduras, all 
and try to escape to other rooms. 









“RECENERATOR 


Regenerators are experimental monsters encountered in the Island z.8 
stage created using Las Plagas that are capable of instantly re-growing 
» dismembered body parts. A Regenerator’s arms and head can be 





blown clean off, and the monster grows a new limb immediately. ‘ 
Even a large gaping hole blown through the monster's torso closes : 
up in a few seconds. The regenerative power of the monster comes f bce 
from several Plagas attached to the skin of the ereature, which emit P t 
powerlul hormones that regenerate skin tissue. These symbiotic ja 
parasites are also capable of bending the light spectrum to become a 
invisible, ie # 
Ln. - WLeon 


The only way the Plagas covering a Regenerator can be detected is by 
using thermal imaging. The infrared scope must he obtained from the 
Freezer room of the Island stage, and mounted on a compatible sniper 
rifle. When aiming at a Regenerator with infrared, the Plagas become 
visible as'small red spots on the creature's skin. Shoot the parasites, 
and creature soon becomes unstable on the cellular level. After taking 
a few more steps, it should implode with a sickening sound. If 
the Regenerator continues adv 8 even after the Plagas 
hand grenade or incendiary in its 








are eliminated, to: 
direction or shoot it with a shotgun several times to 


break it apart. 


Regenerators attack only at close range, either 
by slamming Leon to the ground or by seizing 
him and attempting to strangle him. As long 
as Leon maintains a safe distance from an 
advancing Regenerator and uses an infrared- 
equipped sniper rifle to attack the monster, 
he should easily escape from harm. 








IRON MAIDEN] | 


Regenerators covered with skin 
plereing spikes are nicknamed 
“fron Maidens,” Like Regenerators, 
{von Maidens are covered with 
register 








several Plagas that on 
jn the infrared spectrum. Use a 
thermally equipped sniper rifle to 
spot the Phugas on the Iron Maiden, 
and shoot them. Iron Maidens are 
considerably stronger than most 
Regenerators, and may continue to attack even after its 
Plaas are removed. After shooting all of the parasites 
off an Iron Maiden’s body, throw hand grenades 

or incendiaries to finish it off, or blast it 

repeatedly with a shotgun, 


[ron Maidens use their spikes to perform 
« devastating attack, wherein the 
monster stretches out across a 
medium distance to seize Leon or 
Ashley. The creature then pulls 

the vietim inward and impales z 
them on its extended spikes. 7 
For this reason, it is important 

fomaintaina greater distance 

between the heroes and an 

Iron Maiden at all times, 













Regenerator 
tron Maiden 
















































































weanon systems 





et US. agent Leon Kennedy, 
Re game's protagon 


locations. Upgrade weapons to improve damage capabilities, increase rate of 


fire, reduce the time req 






be sold off: The merchant pays higher prices for upgraded 
weapons, and he also considers how many bullets are loaded in 


them at the time of sal 





weapon with all 
exacts a hi 
don't make 


the upgrad 











bur then try to stick with it. 





Village, “Stg.2” is the Castle, and 





Firepower 





‘The weapon’: firepower figure 
multiplier. For instance, Leon's initial 
handgun has a firepower figure of 1.0. All 
other weapons’ firepower is based on the 
initial damage capability of the default 
handgun. Therefore, a weapon with a 
firepower rating of 1.1 inflicts a little 
more damage than the initial handgun. 
‘A weapon with a firepower figure of 4.0 
Causes four times the damage per shot 
than the handgun 










































, begins Resident Evil 4 with the two weapons he 
ids to complete his mission: a handgun and a knife, However, if you use 
Hothing bur these rwo weapons during your play-through, the game is sure 
fe be a long and bumpy road. To make the game easier, you c 
Money you find to purchase weapons from merchants appearing in certain 


Leon encot 


and increase Leon's peseta count. 


As you progress further in the game, the merchant sells new 
Weapons that are much more powerful than the 
‘on offer. To make room for new weapons, old ones must 


. However, regardless of upgrades and 
inchided ammo, the merchant pays only a pittance compared 
to your initial investment. When you add up the full cost of a 
fou've purchased, the merchant 
avy depreciation penalty when you sell it. Therefore, 
a habit of selling weapons too often. It's a good 
idea to buy all new equipment at the start of the Castle stage, 


s a damage 


n spend the 





red to reload a magazine, or increase the number of bullets contained in the clip. 





yields plenty of pesetas, it is not enough to pay the merchant's high prices. You c 


is what the “Sell” option is for in the merchant’s menu. Also, if Leon's attaché case gets (00 
full, items such as ammunition and recovery items can be sold to 


uns initially 





‘The tables in the following weapon descriptions show the weapons available during the game, their cost, the upgrades possible, and 
the point of advancement at which the merchant ma 
is the Island, 





s the weapon or upgrade a 





Firing Speed 


‘The firing speed of a weapon determines 
how quickly the next bullet can be fired 
after the last. Automatic weapons like 
handguns can be fired continuously, 
sometimes as fast as you can press the 
fire button, Weapons like shotguns and 
magnum handgu 





s have a fixed rate 





of fire that cannot be improved. This is 
because of the weapons’ powerful kick 
and the “ 
between each blast, or because the gun's 
chamber has to be reloaded between 
shots. A smaller firing speed statistic is 
better. If a weapon's firing speed cannot 
be decreased, no table is listed under the 
weapon, 


ime Leon needs to recor 








aters the first merchant after he escapes from captivity in the Valley area of th 
Village stage, or at the very start of Chapter 1-2. While smashing barrels and killing enemil 


Reload Speed Capacity 


‘ailable, In all of the tables, “Srg.1” r 

























multancously make roa 









ache Case M 


Treasure Map (Vill 





to the 


Reload Speed 


Whe 
Leon must rel 
different for e: 





‘na Weapon's magazine runs empty, 
J. Reload tim 
h weapon, m 





asured 








here in the number of frames displayed 
onscreen, Most television sets display 30 


per second, If'a weapon’ relond 





frames 
speed is higher than 30 frames, then 
Leon takes more than a full second to 
reload the magazine. Make sure that 





Leon is a safe distance from enemies 
when reloading, so that he is not 
vulnerable to attack. Also, reload between. 
battles even when the coast is clear, and 
always carry a full weapon into the next 
area so that you are ready for anything. 





> 
=_— Le 






Availability 


Pipicity of a weapon indicates the ‘The first possible room where a weapon When all the weapon's levels ai 

ther of bullets or cartridges that can becomes available for purchase is listed up to the maximum, an “Exelusi 

Meld in the weapon's clip. Leon can in each weapon's description. Certain become available. The 

Byun repeatedly as long as there are weapons are supplied for free in the may have to progress to a farther point 
Hele remaining in the magazine. Once game, and notes indicate such instances. in the game before an Exclusive upgrade 
Magazine runs out, Leon must stop shows up on the shop list, even though’ 

iy anid reload. The quicker the reload TF the player can somehow skip the room, _ a Weapon is at maximum levels. Pay 

nthe faster Leon can get back to such as the Lake Cave in stage one, then _ attention to tune-up availability as listed 99 
ping, bullets into a monster's face the next merchant encountered will still _in the weapon tables, 


offer the upgrade. The availability of 
weapons and upgrades is listed just to 


give you an idea of where you can find 


the next merchant inventory update. Buying and 
Selig Weapon 


+ Terminology 
ut 


Handguns 


Hive the fire button is pressed. While handguns are generally the weakest weapons in terms of firepower, they are extremely accurate 
Handiuns tend to be useful throughout the game for breaking open crates, setting off traps, and shooting switches or levers that are Et | DsSy 
Mit of reach. Because ammunition for handguns is the most plentiful in the game, always keep a handgun ready in case ammunition) 


erother weapons runs out 





FIREPOWER 
vk. Power Price _ Available From 
1,0 (default) Game Start RELOAD (ANIMATION FRAMES) 
12 7000 __Stg.1 Valley I. Frames Price _ Available From 
14 10,000 _Stg.1 Lake Cave 52 (default) NA 
15,000 _Stg.2 Castle Entrance 4 COS a 
000 |. . 10,000 = Stg.2 Castle Ent 
20,000 Stg.2 
57,000 —Stg.2 Ancient Ruins 
»: Increases chance of critical headshot by 4 times. 


FIRING SPEED (ANIMATION FRAMES) 
ivi. Frames Price —_ Available From 


a Stg.2 Castle Entran 


iva 2 5000 _Stg.1 Vall 5 22 10,000 _ Stg.2 Observation Hal 
v3 10 12,000 Stg.2 Castle Entrance WS 2% 12,000 Stg.2 Clock Tower E 





Price: 14,000 


FIREPOWER 
tv. Power Price Available From 


DiS RELOAD (ANIMATION FRAMES) 
Au Lvl. Frames Price Available From 
= 00¢ 9. wt 71 (default) NA 
ear] 24,000 Stg.2 Observation Hall 12 66 6000 _Stg.1 Tum = 
28 _28,000_Sty.2 Clock To 50 70,000 Sty.2 Observation Hall 
35 45,000 __Stg.2 Ancient Ruins 
0 000 Stg.2 Dock CAPACITY 


* Exclusive : Lvl. Qty. Price Available From 


8 (default) NA 
FIRING SPEED (ANIMATION FRAMES) 
Lvl. Frames Price _ Available From 
Wt 16 (default) NA 


‘Stg.2 Clock Tower Exterior 
Stg.2 Tower 





Available for Purchase: Complete blue medallion sub-mission. 
Merchant offers one time for free, charges thereafter. 2 


FIREPOWER 


Lu 


0.9 (default) 


Lvl. Power Price _Available From 
NA 


A 10,000 


Stg.1 Waterway 





Stg.1 Tunnel (Night) 


RELOAD (ANIMATION FRAMES) 


Lvl. Frames 


twa 


Price 
51__ (default) 


Available From 
NA 





13 15,000 


oS 


UptoShit — 40,000 


Observation Hall 


bv.2 


44 8000 


Stg.1 Waterway 





Stg.2 Dock 


Exclusive* Single shot can penetrate up to 5 targets in a line! 
FIRING SPEED (ANIMATION FRAMES) 


Lvl. 
Al 


Frames Price 
14 (default) 


Available From 





tv2 


12 10,000 


Stg.1 Waterw: 


v3 
CAPACITY 


Fy 18,000 


. Price 


Stg.2 Observation Hall 


‘Available From 
NA _ e 
‘Sty.1 Waterway 








Gino 


~ 10 20,000 


FIREPOWER 
Lvl Power Price _ Available From 


Lut 


1.6 (default) 


Stg.2 Observa 


Available for Purchase: Stg.2 Castle Ent 


NA 





Wv.2 


18 15,000 





Lv.3 


2.0 18,000 


15,000 


Sig.1 Tunnel (Night) 
Stg.2 Observation Hall 
Stg.2 Clock Tower Exterior 


‘Stg.2 Ancient Ruins 


RELOAD (ANIMATION FRAMES) 


Lvl. 
vt 


Frames 


Price 
51 (default) 


Available From 
NA 





lv2 


4 8000 


Stg2 Castle Entrance 








FIRING SPEED (ANIMATION FRAMES) 


Lvl. 
tA 
7 


tv3 


CAPACITY 
Lvl Qty. 
tv 15 


3 15,000 


Price 
(default) 


Stg.2 Clock Tower Exterior | 


Availaule From 





v2 18 


8000 


Frames 
4 


Price 
(CET 


Available From 
NA 





12 


10,000 


Stg.2 Castle Entrance 


intrance 





v3 
u 


a 10,000 
ga ose 


rd & Bedroom | 





v3 


FIREP 
Ll 
Wt 
Wv.2 


8 


Power 


1.0 


20,000 


Price 


(default) 


Stg.2 Clock Tower Exterior 


Price: 70,000 


Available for Purchase: Replay Game 


Available From 





12 
4 


15,000 





17,000 _ Replay 
Repl 


Replay 


RELOAD (ANIMATION FRAMES) 


52 (default) 


NA 





cy 


~ 15,000 


Replay 
Replay 


CAPACITY 


Lvl. 
WA 


Price 
(default) 


Available From 
NA 





Lv2 


ct) 


Replay 





bv.3 


10,000 


Replay 





v4 


12,000 


Replay 





Lv3 


16,000 


Replay 





v6 


20,000 


Replay 





35,000 


* Exclusive 


Replay 





ies KeUNe 


remit 3 cone- spe blast when ir, ceasing multiple enemies with «single shot. For thi Weanediaie 


- t bay. However, reserving a shotgun for emel 
Bre Which entering oidedies, cette shotgun to blast the group. As enemies die and only a few stragglers 
ft handyun and pick them off individually, Conserve shotgun ammo, as it is harder to come by in the game, j 


Piorguns inflict greater damage at closer range.’ Therefore, i's wise to stand ready with your shotgun aimed, and wait ford 
fster up and close in on you. Sometimes a single shorgun blast fired at close range can eliminate several enemies simiulti 


h Price: 20,000 
jotgun Available for Purchase: Stg.1 Valley (found at Pueblo) 


FIREPOWER 

Lvl. Close Far Price —_ Available From 
tt 40 14 (default) NA 

ly2_ 45 16 15,000 Stg.t Valley 
Ww 50 18 20,000 _ Stg.1 Lake Cave \ 
lid 60 22 25,000 _Stg.2 Castle Entrance 























































5 025 2 Annex Main Corridor CAPACITY perp 
We 0 —_Sig.2 Ancient Ruins Lu ty. ‘Available From ' ul 

. a0 90,000 Stg.2 Dock Iv 6 NA 

“Exclusive tv2 8 Stg.1 Valley | Re 
RELOAD (ANIMATION FRAMES) Ws 10 Stg.1 Lake Cave | 

: . va 2 Stg.2 Castle Entrance | 

rance_ 

mi ay (default) NA WS 5 Stg.2 Annex Main Corridor } 

- v6 18 Stg.2 Ancient Ruins 





tv2_ _B 7000 St 
45 15,000 
















60 25 24,000 Stg.2 Castle Entrance CAPACITY 

6530 Courtyard & Bedroom 
W5 ee) ‘Stg.2 Clock Tower Exterior lv 7 (default) NA 
Wo 80 40 Stg.2 Dock tv2 9 10,000 _Stg.2 Observation Hall 
") 10.0 80 120,000  Stg.2 Dock 3 aL 12,000 _Stg.2 Courtyard & Bedroom 
“Exclusive v4 13 15,000 Stg.2 Clock Tower Exterior 


RELOAD (ANIMATION FRAMES) Ess 15 20,000 __Stg.2 Mine Entrance 
Lvl. Frames Price Available From pe 17-2000 Stg.2 Dock 

Wt St (default) NA 

v2 73-7000 _—_‘St 

v3 45 20,000 _Stg.2 Dock 

































Striker Available for Purchase: Stg.2 Traitor’s Pit w —- g. 
FIREPOWER 


lvl. Close Far Price Available From 
‘60 20 (default) NA 
W210 24 25000 Stg2 Traitors Pit 
{xj 802724000 Sip2 Ancient Ruins CAPACITY 
































































Lvl Qty. Price Available From 
ta 12 (default) NA 
lv2 14 10,000 Stg.2 Traitor’s Pit 
v3 16 12,000 Stg2AncientRuins 
RELOAD (ANIMATION FRAMES) v4 20 16,000 Stg.2Dock 
lvl. Frames Price Available From WS 24 18,000 Stg.3Fortification Cliffs 
WA 90 (default) NA Wvé 28 25,000 _Stg.3 Armory _ To. 
ios 72 8000 __Sty.2 Traitor's Pit ¥ 100 60,000 Stg.3 Armory 








Wv3 5 15,000 Stg.2 Dock “Exclusive 


NXONLONYES 








f city due to the large bullet si 
fitever you shoot with a magnum! 


Broken Butterfl =e 
i y Available for Purchase: Stg.2 Castle Entrance (found in Castle External Wall Area) 


FIREPOWER 
Lvl. Power Price Available From 
lvl 13.0 (default) NA 
Wa 150 25,000 _Stg.2 Castle Entrance 
v3 17.0 30,000 _Sty.2 Courtyard & Bedroom 
lv 20 35,000 __Stg.2 Clock Tower Exterior 
WS ~ 24.0 50,000 Stg.2 Ancient Ruins 
Wo .3 Cave Entrance 
Exclusive ‘Stg.3 Campground CAPACITY 
RELOAD (ANIMATION FRAMES) ro a a, 
Lvl. Frames Price Available From v2 8 15,000 Stg2 Castle Entrance 
lv. 110 (default) NA 0 20,000 Stg2 


90 15,000 Sty2 Courtyard & Bedroom ts plogk Tower Ee 
60 20,000 Stg.2 Ancient Ruins eae ears marinpation its 



















































FIREPOWER 

Lv. 25 (default) NA | 
bv2 30 62,000 Stg.3 Armory 
v3 35 78,000 Stg.3 Cave Entrance CAPACITY | 




















— - [r Qty. Price —_ Available From 
RELOAD (ANIMATION FRAMES) Wt 7 (default) NA 
Lvl. Frames Price Available From bv.2 10 30,000 Stg.3 Armory 
Lvl 55 (default) NA v3 14 40,000‘ Stg.3 Cave Entrance 











Lv.2 Ce SE 
v3 28 = 30,000 Stg.3 Cave Entrance 





4 few areas of the game, Leon enjoys the luxury of a sniper rifle with a scope. In certain parts of the game, using a rifle makes 
Ibsequent areas All rifles fire .223 caliber Rifle Ammo, which is only a little less scarce than Magnum Ammo. 


zoom out with the C-Stick. Place the irs 
‘over your target, preferably its head, and fire. The merchant offers better scopes for each rifle, sold separately. In the Island stage of 
tthe game, Leon must attach an Infrared Scope to the sniper rifle 


e: 12,000 
Available for Purchase: Stg.1 Valley 


FIREPOWER 

Lvl. Power Price Available From 

Ww 40 (default) NA 

2 50 10,000 Stg- Valley 

v3 G CAPACITY 
lv4 Lvl. Qty. Price _ Available From 
Ws Wa 5 it) NA 

W6 120 W2 76000 _Stg.1 Valley 

. 18.0 80,000 = Sty.2 Ancient Ruins v3 E) 8000 Stg.1 Lake Cave 
































* Exclusive Lv eS 
Lvs 15 18000 _Stg.2 Observation Hall 
RELOAD ANIMATION ERARIES) vs 18 25000 Stg.2 Annex Main Corridor 


Frames Price Available From 
71. (default) NA 

58-8000 —Stg.1Valley 
a5 48000 Sta 2 Castle Entrance 














es — » 


: Price: 35,000 ~e - 
4 ifle (Semi-Auto) Available for Purchase: Stg.2 Castle Entrance = S 8 8=—hloe 


FIREPOWER RELOAD (ANIMATION FRAMES) 
ii, Power Price Available From Lvl. Frames Price —_ Available From 
Wt 7.0 (default) NA lv. OCT 


iva Lv2 579000 _Stg.2 Castle En e, 
3 “9018 9.2 v3 34 Stg.2 Annex Main Corridor 
lua 11.0 24,000 Stg.2 Annex Main Corridor 


WS 13.0 30,000 __Stg.2 Ancient Ruins CAPACITY 
Wo 15.0 ig.3 Fortification Cliffs Available From 


FIRING SPEED (ANIMATION FRAMES) Tae 10,000 Stg2 Castle Entrance 
Wl. Frames Price Available From 


12,000 __Stg.2 Observation Hall 
43. (default) NA 000 Stg.2 Annex Main Corridor _ 
20,000 __Sty.2 Ancient Ruins 
25,000 Sty.3 Fortification Cliffs 


2 80,000 = Stg.3 Fortification Cliffs 
“Exclusive 


ipecome available only after beatin; game at least once. 





\ Price: 15,000 
| TMP 


| Available for Purchase: Stg.1 Valley 


The TMP ise modifiable Uzi machine pistol. Because Leon holds the TMP at the hip and fires a continuous 
} TMPAmmo is so plentiful throughout the game, itis 


inportantto purchase this gun so that it becomes an 
option as soon as bullets are available. 
FIREPOWER 


lvl, Power Price _ Available From 


stream of bullets until the magazine empties, For easier 
aiming, purchase the stock from the merchant. With the 
stock equipped, Leon aims more accurately and steadily, 


CAPACITY 


~ 14,000 (Night) 
18,000 __Stg.2 Castle Entrance 30_(d NA 
24,000 __Stg.2 Observation Hall 
35,000 Stg.2 Annex Main Corridor 
100,000 Stg.2 Dock 
“Exclusive 


RELOAD (ANIMATION FRAMES) 
Lv. Frames Price Available From 
Wi 71 (default) NA 


ir 5,000 _Stg.1 Tunnel (Noon) 


SS 








The mine thrower is an experimental device that Umbrella’s weapon The mine thrower can be equipped with a scope for long range sniping 


} technicians attempted to develop afew years back, such asthe kind Upgrading the firepower of the mine thrower extends the exposion’s 
previously seen in Resident Evil 3 Nemesis. When fired, the mine damage radius. The Exclusive upgrade adds homing features to the 
thrower launches a small, grappling-cap mine that punctures the mines, so that once an enemy has been targeted it cannot dodge the 
target's skin and attaches itself. The mine emits a series of beeping attack. This weapon's worst characteristic is that the only way to 


signals that intensify just before it detonates. When the mine triggers, it obtain more ammunition is to pay for a capacity modification, 
creates a small explosion of intensely damaging power. The target and 

4 any other creatures in the area feel the effects. Therefore, Leon and 
Ashley should be ata safe distance before you use this baby. 


CAPACITY 

Lvl. y. Price _ Available From 

Wa 5 (default) NA 

v2 725000 Stg.2 Castle Entrance 
W3 10 40,000 Stg.2 Dock 








18,000 Sty.2 Clock Tower Exterior 
= ‘Stg.3 Fortification Cliffs 


* Upgrade occurs simultaneously when Exclusive upgrade is 


© | Handcannon FS 


Available for Purchase: Replay Game 








The Handcannon is @ .50 caliber magnum revolver of the type cherished by one Barry Burton. Speaking 
of Barry, how could he be missing out on a weapons bonanza like the one in this game? While the 
initia price is a bargain, the upgrades will empty your pockets. Raising each level of the weapon 

costs a ton of pesetas. Until you can afford the Exclusive upgrade to infinite ammo, this non-reloading 
weapon mainly takes up space in your inventory. However, if you have beaucoup bucks to spend, this 
is the kind of present to yourself that just keeps on giving. 


RELOAD (ANIMATION FRAMES) 

Lvl. Frames Price Available From 
110 (default) NA 

12 6 25000 Replay Game 

3 55 50,000 Replay Game 


CAPACITY 

ivi. Qty. Price Available From 
WA 3. (default) NA 

v2 15,000 Replay Game 
v3 20,000 Replay Game 
Wa 25,000 Replay Game 
Ws 35,000 Replay Game 
Ws 50,000 Replay Game 


























Available for Purchase: Stg.1 Valley (found 
during the Saddler boss fight) 


The usually unattainable rocket launcher, so highly sought after in previous Resident Evil games, is “f ia 
available as soon as Leon finds the first merchant. The rocket launcher is an expensive, one-use ane 

weapon that inflicts 9999 points of damage to the target it strikes. This sucker takes up major space in 

Leon's attaché case. However, with the rocket launcher handy, you can slay even boss monsters with 

single shot. All you have to do is make the boss reveal its weak spot (if there is one), and then aim and 

fire, Enemies closely surrounding the target also suffer major damage. The rocket launcher is equipped with a scope for highly accurate aiming, 
When you hold [R}, Leon raises the launcher and peers through the scope, Zoom in or out using the C-Stick. The Rocket launcher is provided twice 
inthe game, including one with a special rocket designed to kill the Los Illuminados' leader. 


Infi rail shen Price: 1,000,000 ee 
PUNGR ZS Available for Purchase: Replay Game SC 
| 


The infinite rocket launcher is identical to the normal rocket launcher, except it can be reloaded and fire an unlimited number of times. Blast your 
way through large crowds in seconds. Just be sure to fire at targets from long range, or Leon could suffer in the blast. 





wep? ve TD 


Price: 1,000,000 


= 


a 


Available for Purchase: Clear Assignment Ada 


Jou coh purehiase this infirite ammo, .45 caliber classic World War Il era machinegun from the merchant for a measly one million pesetas after 


‘vat whn Leon sprays them with this Thompson machinegun. 


somyplate the main game and then complete a short mini-game staring Ada Wong, titled “Assignment Ada.” Without need to reload or stop 
jving, subsequent play-throughs are a cinch. The weapon is so powerful that short bursts down single enemies. Even boss monsters feel the 


ACCES: 


Bifih this category attach to specific weapons for improved 


eHermanc 


iStock (Red) 
Price: 4000 
hp Fled® is o heavy handgun, and Leon has trouble aiming steadily 
vilp i Attaching this stock to the Red9 allows Leon to aim more 
vecurately with greater speed, and it allows him to maintain aim even 
sla firing several shots in a row. 


stock (TMP) 
H) Price: 4000 


yon attached to the TMP, this stock allows Leon to aim more 
swocienly from the shoulder instead of the hip. It also allows Leon to 
maintain relatively accurate aim while firing continuously. 
Beope (Rifle) 


isto scope for the bolt-action 223 caliber rifle. To attach this 
7 scope; aithersetiton top of the rifle in the case or select it and combine 
7 | witvtheville, The scope changes the rifle's crosshair and allows Leon 
‘ozoom/in roughly fifty feet closer than the rifle's default scope. 


GR CNA wi 


and flash devices can be extremely helpful 
tions. When a grenade is equipped, 
® to toss it. Without 


osses the bomb at just the right are so 


= 





Hangl-tossed explosive 
ito Leor | situ 
pres somb and pres 
aimin, 

Miat wher 
Hie alm is tile 
Blinle sho 


he is out of the blast radius. However, if 


Leon may throw ita little farther or 


on when throwing grenades. 


Bach grec n the attaché case, which 
means t! a lot of 


Hie gren: nemie 


particular! 


bor Gatlir 


These 9mm parabellum rounds are 
compatible with all types of handguns. 

Leon can hold up to 50 handgun bullets 
Within a 2x 1 block in his attaché case, 


These 12-gauge shotgun shells are 
compatible with all types of shotguns. 
Leon can hold 15 shells in a 2x 1 block in 
his attaché case. 


{Semi-Auto Rifle) 
Price: 10000 


A custom scope for the semi-auto 223 caliber rifle, To attach this scope, either 
set it on top of the semi-auto rifle in the case or select it and combine itwith the 
semi-auto rifle. The scope changes the crosshair of the rifle and allows Leon to 
Zoom in approximately fifty feet closer than the semi-auto rifl’s default scope. 





Infrared Scope 


Price: 4000 


The infrared scope displays the heat signatures of al objects. When attached to a 
file, the infrared scope shows everything in thermal imaging. Using this scope is the 
‘only way to identity and target the rejuvenating parasites that cover the bodies of 
Regenerators and lron Maidens. Only after the parasites are eliminated can these 
‘monsters be killed. The infrared scope is found in the Freezer room of the Island Stage. 


Price: 8000 


A custom scope for the Mine Thrower. Enables long-range sniping 
and accurate aiming with the Mine Thrower. Zoom in and out with 
the C Stick. You may find the scope is not practical in close-range 


situations, such as boss fights ‘Accessories 


Grenades 


Hand Grenades DEE ed 
that burst into hundreds of metal shards, spreading 
e out and piercing all targets in a small radius. 
Enemies on the edge of the range suffer reasonable 
damage and are knocked to the ground. 


Flash grenades emanate a bright light in a wide radius that 
blinds all enemies in range, When used successful, enemies 
are stunned, and can be safely approached and kicked to the 
ground, The blinding effect wears off momentarily, so move 
quickly to take advantage, Shooting or slashing enemies causes 
the effect to subside instantly Flash grenades are fatal to Las 
Plagas. Whenever Plagas are exposed from the necks of Los 
Ganados, or when they detach and crawl across the ground, 
throw a flash grenade to take out one or more Plagas instantly 


Flash Grenades 





Incendiary grenades create an instant wall of fire at 
the spot they are thrown, Enemies caught in the small 
blast range are instantly engulfed, and any enemies 
that charge into the flames are set ablaze as well 


223 caliber bullets that load into the rifle 
and the semi-auto rifle are a bit harder to 
acquire, and even harder to tote around 
Leon can hold 10 bullets in a 2x 1 block in 
his attaché case. 


Ammunition for the TMP is surprisingly 
plentiful in the game. Leon can hold 100 
machine pistol bullets within a 2 x 1 block 
in his case. 


The most rare type of ammunition found in 
the game, these .45 caliber revolver rounds 
should be conserved strictly for boss fights 
and for dealing with stronger than average 
enemies. Leon can hold 10 magnum rounds 
within a 2x 1 block in the case, 





Magnum Ammo 





Key items and trea sures 


Key Items 


Key items include all the items that L 









CAMP KEY 
DEFEAT; The chai 
kay 


LOCATION: Valley area of the 


USE: Combine this withthe other half to form the 
seal that unlocks the northeast exit from thi 


EMBLEM (LEFT HALF) 


LOCATION: Valley area of the Village. 


USE: Combine this with the other half to form the 
seal that unlocks the northeast exit from the area. 


FALSE EYE 


The red false eye of village chief Bitores Mendez. 
DEFEAT: Mendez at the Torture Shed to obtain the eye. 


USE: Activates the retinal scanner on the east door 
in the Gondola area go escape from the Village 
stage. 


ents him from proceeding farther in the game. 











4 


- 


FREEZER CARD KEY 
LOCATION: Autopsy Room on the Island. 


USE: Unlocks the door leading to the freezer room 
in the Stairwell Corridor area. 






USE: One of three pla 
the raised wall blockin 
of the Audience Hall. 





GOLDEN SWORD 
LOCATION: Barracks of the Castle, 


USE: Remove it from the platinum plate and insert 
it into the gold plate to open the exit door on the 
upper level. 

















INSIGNIA KEY 


LOCATION: Inside the Village Chief's House in the 
Village stage. 


USE: Unlocks the door marked with a similar 
insignia in the Pueblo area. 


JET-SKI KEY 


LOCATION: Obtained by defeating the final boss of 
the game. 


USE: Starts up the jet-ski parked in the 
underground escape tunnel. 


| % 


L 


.% 








he 


, 
ie 


Qes 


LOCATION: Courtyard & Bedroom area oft 










KEY TO THE MINE PIECE OF THE HOLY 

Location: Undergraund Ruins Entrance in the BEAST, PANTH ER 

sao Guarded by two ehainsaw-swinging LOCATION: Northeastern section of the 

aniRces Fortress Ruins area on the Island. 

Use: Unlocks the door in the Underground ad USE: One of three plaque pieces required to 

Ruins Entrance of the Castle. ; assemble the Holy Beast on the fresco to the 
northwest, revealing the exit from the area. 

, i 

KING'S GRAIL PIECE OF THE HOLY 

Location; Armor Suit Room of the Castle annex. BEAST, SERPENT 

Use; Place in the hands of the queen bust at mt DEFEAT: Krauser in the Fortress Ruins area on 

the north end of the Annex Main Corridor to the Island. 

unlock the north exit. USE: One of three plaque pieces required to Key Items 
assemble the Holy Beast on the fresco to the 
‘northwest, revealing the exit from the area. = 

LION ORNAMENT . - PLATINUM SWORD 

LOCATION: The Dragon Room area in the LOCATION: The Barracks of the Castle. 

Castle, USE: Remove it from the gold plate on the 

USE: One of three plaque pieces required to ; downstairs level and insert it into the platinum 

Jower the raised wall blocking access to the plate to open the exit door on the upper level. 

north portion of the Audience Hall, 

MOONSTONE (LEFT HALF) EMERGENCY LOCK 

LOCATION: Found in the same area within the 2 = CARD KEY 


hedge maze, 

USE: Half of the Blue Moonstone, a seal that 
unlocks the bedroom door in the Courtyard & 
Bedroom area of the Castle. 


JON: The Double-Secured Yard of the 

iit was stolen by an enemy.) 
red to activate the two lock 

2s that must be operated to unlock the 

th exit door of the area. 


PRISON KEY 


LOCATION: Hanging on the portrait in the 
easternmost corridor of the Audience Hall 
area. 

USE: Unlocks the door to the submerged prison 
inthe same area. 








MOONSTONE (RIGHT HALE 





Castle within the hedge maze. e 
USE: Half of the Blue Moonstone, a seal that 
unlocks the bedroom door in the Courtyard & 
‘Bedroom area. 





OLD KEY QUEEN'S GRAIL 

LOCATION; Inside the second cabin in the LOCATION: The Weapon Exhibition Room of the 

second section of the Other Passage area in Castle annex. 

the Village. ; USE: Place in the hands of the queen bust at 

USE: Unlocks the exit door of the area, the north end of the Annex Main Corridor to 
unlock the north exit. 

PIECE OF THE HOLY CA ~- -~ ROUND INSIGNIA 

BEAST, EAGLE : LOCATION: The Waterfall area of the Village. 

LOCATION: Atop the tower in the center of the % USE: Unlocks the front doors of the Church in 

Fortress Ruins area on the Island. at the Graveyard. 


USE: One of three plaque pieces required to J 


assemble the Holy Beast on the fresco to the 
northwest, revealing the exit from the area. 















SALAZAR FAMILY STONE TABLET 
INSIGNIA LOCATION: The first room inthe Servant Quarters 
) LOCATION: The Servant Quarters 2 area ofthe | eee | 


\ USE: Required to solve the sliding-tile puzzle in the 
© area. | 


Castle. i oy 


USE: Reveal the secret passage evitinthe Servant 
iy * P 





Quarters 1 area of the Castle, me 


= STORAGE ROOM CARD KEY 


LOCATION: The Research Laboratory of the Island 


ue 
SERPENT ORNAMENT 


reese The Servant is eae ae t USE: Unlocks the storage room where Ashley is | 
osne * being held captive inthe Administration Corridor, | 
USE: One of three plaque pieces 
lower the raised wall blocking ace $5 to h } 
portion of the Audience Hall, | 
“4 ei $ VE 1 
STONE OF SACRIFICE = =— WASTE DISPOSAL 
LOCATION: The Mine Cart Room beneath the CARD KEY | 


Castle. : _ USE: Obtained by rewritin 

, ‘ a ig the data on the Freezer 
USE: Unlocks the eastern exit door inthe Ancient a Card Key: spate computer in the Freezer room 
Ruins area of the Castle stage. 














Treasures 


Treasures are items that sell to a 
to look, Fortunately the merchant sells tre 
hard-earned pesetas, Instead, use the n 
Before selling treasures to the merchant, 
individual parts. 













AMBERRING . BUTTERFLY 
VALUE: 10,000 VALUE: 4500 
LOCATION: Stg.1 Waterfall LOCATION: Stg.2 Prison Area, 
2” Aring with a red jewel, Alamp with three notches where Green Eye, Red 
¥ Eye and Blue Eye gems can be set (one of each 
ANTIQUE PIPE only), increasing the value of the combined piece 
4 greatly. 
VALUE: 10,000 
LOCATION: Stg.1 Swamp — Butterfly Lamp w/ 6500 
A pipe of fine craftsmanship, aa Butterfly Lamp w/R 7000 
* Butterfly Lamp w/B 8500 
Buttortly Lamp w/G & R 11,000 
_i  BEERSTEIN Bator Lamp w/6 & @ +3000 
Y VALUE: 3000 Buttorfly Lamp w/R & B 15,000 
= LOCATION: Stg.1 Farm ee ee 
A beer stein with three indentations where gems 
can be set, increasing the value of the whole BLUE EYE 
tremendously. 
hmemeaallny Com Value risen 
ee rT 10,000 LOCATION: Defeat a Novistador in Stg.2 
Beerstein w/R 10,000 A small gem dropped by defeated Novistador 
Beerstein w/Y 10,000 enemies as well as the Novistador hive in the 
Beerstein w/G & R 15,000 Castle's Ballroom. It can be inserted into a Blind 
Beerstein wiR&Y 15,000 Butterfly Lamp to increase the value. 
Beerstein w/Y &G 15,000 


Beerstein w/G, R & ¥ 20,000 





BLUE STONE 

OF TREASON 
VALUE: 3500 

LOCATION; Stg.3 Campground 


Acatseye gem that can be fit into the Golden 
Lynx statue for greater value. 


BRASS POCKET WATCH 





VALUE: 10,000 
LOCATION: Stg.1 Village Chief's House, Stg. 3 
Stairwell Corridor 

_Agantique worth some value. 





— LR ihe rman 


CROWN JEWEL 
VALUE: 11,000 
LOCATION: Stg.2 Abandoned Irrigation Station 
A jewel removed from a crown. Can be 
‘ 


returned to the crown to add greater value, 


CROWN 
& VALUE: 9000 
Bo ot ‘ LOCATION: Stg.2 Traitor’s Pit 
A crown with two portions missing, When the 


m_” two pieces are fitted back into the crown, the 
object is restored to its former glory and value. 


‘om wi/Jewel 

Crown w/insignia 27,000 

Salazar Family Crown 48,000 
DIRTY BRASS 

POCKET WATCH 

VALUE: 1000 


LOCATION: Stg.1 Village Chief's House 


A Brass Pocket Watch that fell into filthy 
_,.Water—virtually worthless. 
egal. 


DIRTY PEARL PENDANT 


VALUE: 1000 
LOCATION: Stg.1 Farm 


A Pearl Pendant that has been dropped into 
filthy water—practically worthless. 





ELEGANT CHESSBOARD 


VALUE: 13,000 


= LOCATION: Stg.2 Weapon Exhibition Room 
‘A chessboard suitable for a king's game. 


ELEGANT HEADDRESS 
VALUE: 10,000 

LOCATION: Stg.1 Tunnel, Stg.3 Throne Room 
A beautiful adornment for women’s hair. 


ELEGANT MASK 
VALUE: 3000 


~ LOCATION: Stg.1 Stronghold, Stg.2 Observation 


Hall - 






A mask with three divots where gems can be 
set, increasing the value of the whole. 


Elegant MaskwiG 10,000 
Elegant Mask w/R 10,000 
Elegant Mask w/P 40,000 
Elegant Mask w/G & R 15,000 
Elegant Mask w/G & P 15,000 
Elegant Mask w/R & P 15,000 


- Elegant Mask wif 6 &P 2 20,000 


ELEGANT 
PERFUME BOTTLE 


VALUE: 10,000 
LOCATION: Stg.2 External Wall Area 
A perfume bottle fit for a queen. 


EMERALD 

‘VALUE; 3000 

Asmall gem of great value. Found frequently on 
the Island. 


GOLD BANGLE 


VALUE: 8500 

LOCATION: Stg.2 Battlement Area, Stg.2 Hall of 
Water, Stg.2 Servant Quarters 2, Stg.2 External 
Wall Area, Stg.2 Clock Tower Exterior (enemy) 
A bracelet that can be sold for substantial gain. 
Found in several locations in the Castle. 





Key Items 


Treasures 














GOLD BANGLE 
WITH PEARLS 
VALUE: 10,000 

LOCATION; Stg.1 Lake 

A gold armlet fitted with pearls. 


GOLDEN LYNX 


VALUE: 15,000 
LOCATION: Stg.3 Fortification Cliffs 


A golden cat idol with three indentations in the 
face where gems can be set, increasing the value 
of both the idol and the gems. 


Golden Lynx w/G 20,000 
Golden Lynx w/R 20,000 
Golden Lynx w/B 20,000 
Golden Lynx w/G & R 25,000 — 
Golden Lynx w/G & B 25,000 
Golden Lynx w/R & B 25,000 
Golden Lynx w/G, R&B 35,000 





GREEN CATSEYE 


VALUE: 3000 
LOCATION: Stg.1 Graveyard im, 
Can be fitted into the Beerstein to increase the 


value. + 





GREEN EYE 


VALUE: 1000 
LOCATION: Defeat a Novistador in Stg.2 


A small gem dropped by defeated Novistador 
enemies as Well as the Novistador hive in the 
Castle's Ballroom. Can be inserted into a Blind 
Butterfly Lamp to increase the value. 


GREEN GEM 
VALUE: 3000 
LOCATION: Sig.1 Lake Cave, Stg.2 Audience Hall 


A gem that fits into the Elegant Mask, raising the 
value of the whole piece. 


GREEN STONE 
OF JUDGEMENT 
VALUE; 3500 

LOCATION: Stg.3 Mess Hall 


A catseye gem that can be fit into the Golden Lynx 
statue for greater value. 














HOURGLASS 
WITH GOLD DECOR 


VALUE; 12,000 
LOCATION: Stg.2 Last Supper Corridor 
An hourglass of fine craftsmanship. 


ILLUMINADOS PENDANT 


VALUE: 12,000 
LOCATION: Stg.2 Observation Hall (enemy), Stg.2 
Dragon Room 


A grotesque symbol of an evil cult. Said to corrupt 
those who hold it. 


MIRROR WITH 
PEARLS & RUBIES 


VALUE: 12,000 
LOCATION; Stg.2 Courtyard & Bedroom 
A mirror set with pearls and rubies, 


PEARL PENDANT 


VALUE: 10,000 
LOCATION: Stg.1 Farm, Stg.3 Temple Catacombs 
Anecklace of some worth. 


PURPLE GEM 


VALUE: 3000 

LOCATION: Stg.1 Other Passage, Stg,2 Annex Main 
Corridor 

A gem that fits into the Elegant Mask, raising the 
value of the whole piece, 


RED CATSEYE 


VALUE: 3000 

LOCATION: Stg.1 Homestead Ruins 

Can be fitted into the Beerstein to increase the 
value. 


RED EYE 


VALUE: 1500 

LOCATION: Defeat a Novistador in Stg.2 

A small gem dropped by defeated Novistador 
enemies as well as the Novistador hive in the 
Castle's Ballroom. Can be inserted into a Blind 
Butterfly Lamp to increase the value, 


RED GEM SPINEL 

VALUE: 3000 VALUE: 2000 

LOCATION: Stg.1 Barrier Station, Stg, 2 Asmall ore of value. Found frequently in all 
Courtyard & Bedroom stages, 


. ‘A gom that fits into the Elegant Mask, raising 
the value of the whole piece. 


RED STONE OF FAITH 2” STAFF OF ROYALTY 

VALUE: 3500 VALUE: 20000, 

LOCATION: Stg.3 Monitor Station LOCATION: Stg,2 Underground Ruins Entrance 
‘A catseye gem that can be fit into the Golden Astaff once held by a king, 





Lynx statue for greater value. 





Treasures 


ROYAL INSIGNIA 


VALUE: 13,000 
LOCATION: Stg.2 Abyss 


A crest removed from a crown. Can be 
teturned to the crown to add greater value. 


RUBY 


VALUE: 10,000 
Dropped by certain chainsaw-wielding 
villagers: 








This chapter contains a wealth of instructions, information, tips, tricks and strategies that are to be considered “common knowledge” 
in the walkthrough sections of this book. In other words, you must understand everything that is described in this chapter while ) 


attempting the game, or failure is imminent 






BASICS ' 
Controller Setup 
@ ControlPad _—_—Move/Turn/Highlight menu choice 


Prepare knife 


_ Options Menu/Skip cinematic 
Look/Zoom scope _ 


Menu Navigation 


When navigating all menus, use the thumbstick or @ control pad to’highlight 
choices or move a cursor, Press @ to select a choice, or press @ to return to 


previous screen or exit the menu CONTROLLER SETUP 
HTNESS ADJUST 
AUDIO SETUP 
EXIT 


Enter RETRY menu screen, 





Weapons Recovery Screen 





Pilon Rate 


Press @® to open the Weapons Recovery Sercen, displaying Leon's attaché 
and his entire inventory. [tems collected in the case include weapons 
ammunition, and recovery items. Items can continue to be collected as long 


as there are empty blocks remaining in the attaché case, Be sure to combine 





herbs, use recovery items when low on health and reload weapons with 


taché © 





ammunition in order to clear more room in the case. Large 


be purchased from the merchant, one new one in each stage 


While viewing the Weapons Recovery Sereen, move the cursor to the top row 





and select one of the headers to view a different menu. 
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ke With “Sor counterclockwise with #*, Move the item over 





big enough in which to set the item, with the thumbstick or 


‘pad, then press § again to place the item in its new spot Game systety. 
. ‘and Strategies: 











igh blooks are cle: 


Weapons Recovery Screen discards all items in the secondary 





Select an item with @ to raise a pop-up menu. Select from the choices 
risen kale 


30000 on this pop-up to use the item, examine the item in detail, combine the 









item with another or discard the item from the attaché case. 


Combining items can also be accomplished by moving one item on 


top of another item. This provides a quicker way to combine herb 





lencers. 





or mount weapons with scopes, stocks or s 


Yrove seleceton 





While viewing the Weapons Recovery Screen, press # to enter 
the Key Items and Treasures Screen. Key items that unlock doors 


or provide access to new arcas are stored in the upper row, and 


valuable treasures that can be sold for profit are stored in the lower 
menu. While in the Key Items/Treasures Sereen, press “& to return 


to the Weapon Recovery Screen. 


Select an item with @ to examine it, discard it, use it or combine it 


with another item. Sometimes key items must be assembled before they 





fit into the place they belong, Certain treasure pieces can be combined 


to create a new piece of greater value that the individual parts. 


Piden rate 


Meapons 
"tee 


ents, cultists and co-conspirators provide 








useful clues as to how to proceed, These documents are collected in the Files 


menu, To review documents and also a communication log of the most recent 





radio transmission, press @® to open the Weapon Recovery Sereen, move the 


cursor to the headers along the top row and select the Files option 


ge the document 





Files are divided into three categories depending in which s 





was found, To change stages, move to the top row of the file listing and move the 


cursor left or right co switch stiuges, 


Map 










While exploring areas, press @* to quickly bring up the map menu. Various 


ivons on the map indicate Leon's and Ashley's positions (when Ashley is 





following Leon), typewriter save points, merchant positions, open doors, locked 


use you currently possess the right 





doors, and doors that can be unlocked be 


ition, 





key. As you progress and learn new mission objectives, flashing desti 


markers appear at the location you should head to next 





Press @ to switch to overall view to sce the entire stage at once. Hold & or 





® to zoom in and out of the map. Press & to view a list of markers and turn 





tions can be shown or cleared from 





them off or on. Merchant and typewriter loc 


stage or shooting 





the map. Other markers might indicate the locations of sub-mission objects such as the blue medallions in the Villa 


's denote the 







stle and Island stages. If a Treasure Map item is purchased from the merchant for the stage, white mark 





galleries in the ( 


locations of all valuable treasures. 


Movement 


When controlling Leon: move the thumbstick or @* pad upward to move 


d, left or right to turn in either direetion, and downward to step 





forwa 





tegically advantageous, 





backwards. Stepping away from enemies is str 





especially when dealing with El Gigante boss monsters and Villagers. When 


moving, hold @ to run 


lastant Turn 


When controlling Leon, hold the thumbstick or 11 spins around to face the exact opposite direction 





pad down and then press @. Le 








he was previously facing, Instant turns are extremely useful when surrounded by enemies or surprised from behind. Whenever enemy 


va chance to attack, 





sounds seem to be coming from behind, perform an instant turn before the monsters 


Reloading 


Whenever Leon's w 





{pont runs out of ammo, he reloads the next time the action button is pressed, To reload the weapon on the fly, 








hold and press @ to reload, Watch the magazine count displayed in the Leon's status window carefully and avoid emptyin 





recover between your attacks, Always keep a 





clip entirely during a battle. Reload your weapon after dealing with enemies or while they 


je bullet in the chamber in ease your enemies pop back up to surprise you 
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® is a kind of context-sensitive accept-all command. When 
navigating a menu, press @ to make a choice or confirm an option 


When aiming a weapon or the knife, press @ to attack. 


As you explore the environment, an @ icon might appear Game.systet. 





onscreen, along with words such as “TAKE,” “JUMP OUT 


“KNOCK DOWN,” “OPERATE,” ete. Press @ while these words 


e appear onsereen to collect items or interact somehow with the 
@ sue out environment 


2» Meee 








Opening Doors 2 E. 


Move toward a door until the “OPEN” command appears onscreen, 
then press @® to open the door and proceed into the next room 
Peon’ default method of opening a door is quiet, with less chance of 
Porting the enemy to your presence. However, Leon can also kick 


Whe door open loudly and dramatically. To kick open a door, press 


BD ivive when oper 


{Specially When the door is padlocked. Also, enemies standing on 





a door. Kicking open a door can be useful 





ge or be knocked aside if 





fhe other side of the door might take ds 





Leon kicks it open 


Jumping Through Windows 














or “JUMP 


When near a enough window, the option to “JUMP OL 


IN” may appear onscreen. Press @ while this indicator is onsereen to 


make an evasive leap through the window 


Knowing that you can do this, look for windows to jump out of in 


Auations where enemies are attempting to surround Leon, Run for the 





Window and leap through it to escape to, what you hope is, a relatively 


faler spot 





P Ladders 
Jy pursue Leon into. higher areas, such as the second story of a 
juilding, enemies often raise ladders. Knocking out windows with 

J) ehudder’s end, enemies then climb the ladder and crawl through 
jhe window. While the enemies are climbing the ladder, move to the 

® when the option 


uppers onscreen. Enemies climbing the ladder may take falling 





Window and knock over the ladder by pressing 


dunage a8 a result, weakening or even killing them 





Ifa ladder is at a windowsill, Leon cannot jump out of the window without first 
knocking down the ladder, If Leon needs to climb a ladder and one is lying on 7 
the ground, stand over the ladder and press ®@ to raise it back up when the 


option appears, 





Look for raised areas or platiorms that can only be ladder. 





hed by utilizing 





If Leon is being pursued by a large mob, climb the ladder and then knock it 


down to prevent enemies from following. Keep in mind that this will not prev 





enemies from throwing weapons or firing projectiles at Leon, While the enemies 


are busy trying to r 





aise the ladder, you can drop grenades on them or pick 


them off individually with a gun 





Commanding Ashley 






Leon’s main objective is to rescue the President's daughter, Ashley Graham, In 





certain portions of the game, Leon must safely lead Ashley through enemy lairs, 





Whenever Ashley is accompanying Leon, press § to commanded her 





wait” ina 


certain spot, and then press it again to make her “follow” Leon further 


When a group of enemies is directly ahead, it is sometime 





good idea to keep 


Ashley « 





tof the fighting by commanding her to wait in a safe spot while you 


rush forward and meet the enemies head-on. However, avoid leaving Ashley too 





r behind in a large area, or an enemy might materialize out of nowhere and 





kidnap her! 


Ashley s following Loon Ashloy is waiting for Loon to Ashley is in dangor of being An enemy has picked up 
come back attacked by an enemy and Ashley and is attempting to 
needs Leon's help. carry her to the nearest exit. 
M the enemy carries Ashley 
aut of the area, the game 
ends immediately. 


Hiding Ashley 


Ashley can hide in cert 





Ain containers to avoid being attacked by large groups of 


enemies, or to protect her from abduction. When 3 





ou see a human-sized open 


ntainer, approach it while Ashley is following and press to command her to 





hide inside. When the ce 





ast is clear, press Ba 





in to whistle for Ashley. 
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father, sometimes Ashley and Leon can open a door or overcome 
idle tliat one person cannot bypass alone. Certain doors are locked 
Mie bier side, and one person cannot climb over without help. When 


Die with Loon at a tall door or a high ledge and the “PIGGYBACK” 


Game System. 
and Strategies 


Pion ppears onsereen, press @ to lift Ashley over the obstacle 





Sometimes Ashley can operate .a lever or turn a crank while Leon contends 
with enemies in the area, Whenever an option to allow Ashley to operate 
something becomes available, always let Ashley perform the action 
Sometimes Ashley takes a little longer to complete a task, but at least you 


can protect her while she is working. 


through areas, move the C-Stick to adjust the 





While walking or runnir 


Giners angle fora better view of whatever is above, below or to the side 








Jsonie areas, you might spot a bird’s nest in a tree or a shiny treasure 





tick up while movir 





bnibedded In 2 cave ceiling by holding the 


> Zoom Scope 


4 sniper rifle, Leon automatically looks through the scope to 


While wimi 


gin Move the C-Stick upward to zoom in for a closer look, or move the 





et 





sulk down to zoom out. Place the center of the crosshairs on the t 


Hoa press @ co fire 


4 


B)) When the scope is zoomed in, movement speed of the seope reduces 


Therefore, if you wish to adjust your aim more quickly or if you need to 


Pollow a moving target, zoom out 


Iten's 


Finding and collecting various items is the key to surviving the game and 
ufeating enemies, Items can be found by moving near shelves until the 
*\KE" option appears onscreen. Items are also hidden inside cabinets or 


ates and barrels to find items. 





PD okers. Use your knife or gun to break open e 





Defeated enemies sometimes drop items as well. When an enemy drops an 





extra item, it remains on the map only a short period of time. You must pick it 


up before it disappears, or the opportunity is lost. Unfortunately other enemies 





hing items before they 





still active in the area might prevent you from ri 
disappear. Items dropped by enemies are highlighted with columns of light, 


$a recovery item, 





colored to indicate the type of item. A green light indi 


red light indicates ammunition, and a blue light indicates pesetas, or money. 








Random Items 








andom items are contained in 





Some areas may contain randomly determined items. 





erates and barrels that must be broken to obtain the item. When a crate that contains 








a random item is sm 





ashed open, you might find ammunition, recovery items, pesetas, 


or nothing at all. If you smash a erate or barrel where a random item is sometimes 





loeated and you do not like the results, press START/PAUSE to open the Option Menu 





and choose the ne over again from the last continue point. 





etry” option to play the & 


Continue points are typically established every time Leon enters a room, defeats a 






powerful enemy, survives some kind of deathtrap, or after story events. When you retry 


from a continue point, random item results may differ from the previc 





1s. attempt, and you might get a better item. 


Pi setas 





Boxes of pesetas, the local curreney, are located all over the m 





ps. They 1 





Y appe: 





randomly when erates or barrels are broken open. Defeated enemies or crows may 





drop additional boxes. Special enemies and boss monsters drop gold bars worth large 
amounts of pesetas when they die. Pesetas are used to purchase and tune-up weapons at 
merchant shops, so garner all the money you can! The pesetas Leon has accumulated is 


displayed in the Weapons Re nas well as the merchant's 





overy Sere 





shop menu 


Using Items 





—— To make use of items, press @® to open the We 





pon Recovery Sercen. Move the cursor 


to an item in Leon’s attaché case and press ® to bring up the item pop-up menu. If the 





item is a recovery aid, select the “Use” command to consume the item and regain lost 








health. When Ashley accompanies Leon, recovery items in the attaché ease ean he used 


to cure her as well 





ann Weapons and weapon accessories can be equipped by pressing @® to open the W 
I 











@® 6 bring up the pop-up menu. Choose the “Equip” 





‘apon 
-covery Sereen. Highlight the weapon you want to equip in the attaché case, then press 
ption 
: 


’ 





Combining ltems 








Combine items such as herbs and separate quantities of ammunition to make room 


in the attaché case or to increase the power of recovery items. To combine two items, 





select one item in the attaché case, choose the “Combine” option, and then move the 
blue cursor to a compatible item. Or, press @ to lift one item from the space it inhabits, 


move it on top of a combinable item, and press @ again to combine the two. 
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ss suclt as stocks and scopes can be purchased from a merchant and mounted on weapons for better aiming or 
Hiring stability. To combine a weapon and its accessory, press @ to select the item and choose “Combine” trom 
pup ilenu Move the blue secondary cursor to the weapon it can be mounted upon, and press ® again to fit the 


taché case, move it over the weapon it can be mounted on 





Wilh the part. Or, press ® to lift the accessory from the 


Wo equip the ovo simultaneously. The accessory continues to be equipped every time the weapon it is attached 





rom the weapon. To remove an accessory from a weapon, select it in the 





Game Systent 
and Strategies: 


equipped until the accessory is removed 


Poise dnd choose the “Remove” command. 





fakes in outdoor areas drop items when shot, When shooting 


gle bird. By 





s love to set traps for Leon by placing live snakes inside crates 





When Leon breaks open the box, the snake attacks him and causes small 





amounts of damage. In the opening portion of the game, it’s all right to break 








open crates and barrels with the knife. But as the game progresses, use the 





1k open erates so that you can quickly shoot a snake that may be 





gun to bre 


it attacks Leon or slithers 





waiting inside the box. If you shoot a snake before 


away, it drops some type of Chicken Egg, 


Mens ih the Pueblo and farm areas might lay Chicken Eggs, Brown Chicken 


or rare Gold Chicken Eggs if left alone for long enough. If Leon walks 


Mowarl the hen 


Hone time. Look for green light columns where hens and roosters roam to 


find wges 


nd makes them run away, they will not lay an egg for quite 





Dodge Buttons 


During certain life or death situations that arise during Leon's mission, the 


Player must press two buttons displayed onscreen immediately in order to 


doxige 


Mtaoks of boss enemies, and even attacks performed du 








wut of harm’s way. Such instances include rolling boulders, certa 








1g cinematic 


Sequences where characters are having conversations. There is no time to 





Jet your guard down in this game! The dodge buttons are typi 
OF @ + ®. Press both buttons simultaneously when they are displayed 


D Pserven to avert death or disaster 


DP psome cases, the ® or @ buttons must be tapped rapidly in order to 


) fishaway an enemy or climb up from hanging off the side of a ledge. 





at which the 





dime basically counts the number of times and the frequene 
jutton is pressed, decides if you are really trying or not, and determines the 


you must start by tapping one button 





) putcome appropriately. Sometime 


gad then switch to the other button when the onscreen display changes. 





ann vour toes! 







Typewriters 





Opportunities to save arise whenever a chapter of the game ends, You may 


save your progress to a memory card by approaching @ typewriter and using 








it to save. Sometimes saving » idea, especially if you 





typewriter is a w 


bout to purchase things from a merchant and tend to experience buyers 





are 


remorse. Also, if a boss battle 





s imminent, save your 





ame at a typewriter 


before heading into the 





ar zone 





COMBAT, STRATEGY 


Aiming Weapons 


Press and hold “& to aim the firearm equipped in Leon's right hand. While aiming, move the thumbstick or ** pad to adjust Leon's aim, 





2k is imminent, release “® and try to ese: 





Ape. 





Leon must remain stationary in order to shoot. If an at 





Leon aims most of his weapons with a laser sight. Move the thumbstick or * pad to 





adjust Leon's aim until the laser connects with a valid target, forming a tiny “hall” at the 





end, When Leon has targeted an enemy, press @ tw fire. Due to weapon recoil and Leon's 


own natural amount of human trembling, aim becomes unsteady between shots. If you fire 








repeatedly and start missing, stop firing and reaffirm your aim with the laser sight 





Rifles are aimed by looking through the scope. While holding “&, move the crosshairs 


over your target, move the C-Stick up or down to zoom in or out respectively, 


® w fire 





and press 





Using the Knife 


nd hold 4 to raise Leon's knife, and press ®@ to slash horizontally in front of 





nd Leon does 





Leon. The knife does not have to be equipped like the other weapons 





not have to make room for it in the attaché case, The knife is always at the ready. It 
does not require ammunition and never needs to be reloaded, Use the knife to defend 


ash crates and barrels 





yourself against enemies that are too close for comfort and to sm: 





(o conserve ammo in the early stages of the game. 


Limb Targeting 


By targeting and shooting enemies in the limbs, you can disable them in certain ways. 
For instance, by shooting an enemy in the arm, you ean make him drop the weapon 


he/she holds. Shoot enemies in the knees to stop them from moving, or shoot them in 





the lower leg while they are running forward to “trip” them. Once you have “tripped” an 
enemy, shoot them continuously on the ground to make sure they do not get hack up. If 
a shot to the lower leg causes an enemy to drop to one knee, shoot them in the torso to 


knock them over. 
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Game System. 
and Strategies. 





























hi crowd is approaching, it’s possible to knock the whole group down with a single kick, Shoot the closest enemy in the 





kick. Leon's roundhouse nails the enemy as well as any 





fo make them stagger in pain. Then run forward and perform 
foes in range of the kick, The whole group is flattened! However, this is a finesse move, so be sure to practice kicking 


ver 





When enemies throw weapons or fire arrows at Leon, a quick and reflexive Comat 
shot can knock the projectile right out of the air. The chances a shot will Stratesy 
deflect a projectile increase as the object gets éloser to Leon. If your eyes 

dare quick enough that you ean watch the weapon fly through the air toward 


Leon, wait to fire until the last minute and you'll knock axes, sickles and 





arrows out of the air left and right 


Certain enemies light the fuses of dynamite sticks and then hurl them 
toward Leon. If you can shoot the explosive in the enemy’s hand, or 
immediately after he tosses it, the bomb detonates right in the midst of 
enemies, taking them all out. Also, once an enemy lights the fuse on a 
dynamite stick, shoot him to death. As soon as he falls to the ground, the 


dynamite explodes, killing everything in a medium blast radius. 


Projectiles like rocket launcher missiles and machinegun bullets cannot be 


hot, so do not attempt it! 





blocked by a deflective 


leak Spots 


Many of the enemies in the ge 









weak spot”, a limb or are 





1e have on 





ir body where you can shoot them to inflict greater damage than if you 


HGanado, making the enemy even stronger and requiring greater firing 


Buuricy in order to hit the exposed parasite 





Kegiant, claw-armed Garradors’ only weak spot is the parasite attached 


Mtheir backs. Somehow, you must get behind them in order to blast the 





Maisite, Colmillos, or wolthound enemies with tentacles, are weak against 


these animals. 





# One incendiary grenade takes out whole packs o} 


Meal the Enemies chapter to learn the weak spots of all enemies, and 





knesses to shorten battle time, reduce damage taken and 






Exploit these we 


serve ammunition for battles where it is needed the most 





Crowd Control 


Over and over again the game throws hordes of enemies at Leon. When faced with a “crowd, 








| with crowds, 





exerting crowd control becomes important. Use more powerful weapons to de: 








and use lesser weapons to deal with individual enemies. For instance, when a crowd of villagers 








come at Leon with pitchforks in hand, toss some type of grenade into the mob to decimate their 





numbers or stun them all so that an escape can be made. 








ion, Onee: 





Or, equip the shotgun, let the group move in closer and blast all of them simultancously with the weapon's cone-shaped em 





nd only one or two are left behind, equip 4 handgun to take on the individuals, The more 





a few members of the crowd have died off 





powerful the weapon, the less it ean be used. Conserve ammunition by using it only when needed, and avoid exerting “overkill” on 





individual enemies. 


Funneling Enemies Boss Enemies 


.surround him, — Unique enemies in the game 





Enemies are programmed to invade Leon's are 





him trom all 





nd come 





les. Avoid this enemy tactic by have exceptional abilities 





moving into narrow passages or beyond doorways in dead-end and limited weakness. Known 











corridors, and then wait for enemies to funnel into the room in as boss enemies, these 


pursuit. As foes come through narrow doorways or windows, amazing foes require special 








they cluster up and become easy to eliminate en masse with a strategies to defeat. Turn to 





single grenade or shotgun blast. the appropriate section of 


the walkthrough chapters to 








tactic 





edly to surviy 





pace: 





This strategy of funneling enemies into narrow ‘ou CaN use rep 
; Jee read a detailed, blow by blow 
encounters and conserve ammo all the way up until the last stage of the game. Enemies in the Island 


: method of overcoming the 
They 





through narrow doorw 





stage, however, are programmed not to pursue Leon so readil 





most powerful of enemies while 


sometimes attempt to bait you into an open area where they can surround you. Smart monsters! 


RECOVERY ITEMS 


eters, their remaining life 





voiding damage and death 





from their attacks. 





long with Leon’s weapons and ammunition. When picking up a 





As enemies inflict attacks on the chara 








diminishes, The character's condition suffers when the health recovery item, Leon may have the option to use it immediately, 





gauge becomes yellow or red, and he or she begins to hold their ther than store it in the case, When Ashley accompanies Leon, 





1 be used to restore her health 





side and limp when walking. Administer recovery items to regain recovery items ca 


y items must be carried in the attaché 





Jost health. Recov 


Green Her Red Herp 





An indigenous plant that restores a small amount of \ mysterious plant that has no effect alone, But 
health, Two or three Green Herbs can be combined when combined with a Green Herb, it forms a 
to create compounds that restore more health compound that restores maximum health, 


MIXED HERB 


HART 
Yellow Heri 














Groon + Green Medium recovery. A strange plant not found anywhere else in the . 
Green + Green + Green Close to full recovery. $i . . 

world. It has no use by itself, but when combined 
Greon+Red Full recovery. ? 
disan Vallow, Seal eanveey, nnrbased sensi Nealth with a Green Herb it forms a compound that 
Green + Red + Yellow Full recovery, i restores a small amount of health and raises the 











maximum amount of life of the character. It can alss 





be combined with a Red Herb, or with a Red-Green mixed herb 


ance that raises the maximum life 





compound to form a new sub 


44 


limit and completely restores health. 

























r Chicken Egg 


A white egg sometimes laid by hens, or left behind by snakes 





when shot. Restores a tiny amount of health, Takes up only 


one space in the attaché case 












(wise to reserve their use “a 


‘situations when Leon Brown Chicken fgg 


Wie First Aid Sprays can be purchased from 
ants for 10,000 pesetas. 


Game Systett 
and Strategies 








A brownish egg sometimes lain by hens, or left behind by 


snakes when shot. Restores a medium portion of health, 





aché case. 





Takes up only one space in the at 


fish thar swims int lakes and : 
js When shot, the fish floats wr b Gold Chicken reg 


an be collected just ’ A rare golden egg that completely 








y items. A Black Bass restores health. Lain by hens or 


‘wan to restore half of the character's life. However, dropped by snakes when shot. Takes 








Bass takes up three blocks in the attaché ease sip lp one Roane In ehattach lewiey 


Items 





fing them burdensome to carry. case, so be sure to hold onto these for 


i Bass (t) 


efish that swims in lakes and 


emergency purposes. 
pe. Merchants 



















is. When shot the Black Bass 





fis fo the surface and can be taken 





e other recovery items. A large 
fick Bass replenishes all life. However, this huge fish takes 


few spaces in the attaché case, making them difficult 





_ [tis best to fish for them and consume them only 





jin great need. 


ERGHANTS 


into the game (depending on how you play), Leon 





ly thirty minutes 

rs a masked villager who seems more interested in personal wealth 
ados. These merchants offer to sell 

j powerful weapons and weapon upgrades in exchange for pesetas 

erohants also buy extra items and valuable treasures from Leon, so that 

he cw aiford better weapons and tune-ups. The prices are high, so look for 


enemies. 





riunities to collect extra cash by defeating high-dolld 


D6n’t Shoot the Shop Clerx! 

: Be careful with the violence a: \d merchants. Even the slightest damage kills 
them, If a merchant happénis to Be standing in the vicinity of enemies, which 
happens two or three times in the game, try to lead foes away from the merchant’s 
location so that he is not accidentally killed in the process. Once a merchant dies, 
he never reappears in that location! 


THE MERCHANT’S(\ LAST 


The complete price list of the merchant is below. Larger Attaché Cases become 
available in each new stage, i.c., one in the Village, one in the Castle, and one in 


the Island. Treasure Maps marking the locations of valuables on the map become 





available for sale if an item in the previous stage was overlooked, The Treasure 





Map of the Village is always available. As for weapon availability, please refer to 


that 





the Weapons and Ammunition chapter to determine when you ean purch: 


mega-gun you have your eye on 


Attaché Case M 
L 


Blacktail 
Broken Butterfly 





Attaché Ca: 









TMP 














Attaché Ca es a ~t 
Tactical Vest 4 : 4 . 
Treasure Map (Island) Handcannon 

Treasure Map (Castle) _ oe a ea ie 

Treasure Map (Village) Riot Gun y 

Handgun Striker a 

Redd 14,000 Rifle 

Punisher 0 (20,000)* Rifle (semi- 











* Becomes available for free when the blue medallion sub-mission is completed in the Village stage. 
If sold back to the merchant, the price changes to 20,000. 


TARGET PRACTICE 


In the Observation Hall of the Castle, Leon finds a blue door with golden gun engravings. Be 





this door is a shooting gallery, where Leon can sign up to shoot stationary and moving targets. 





This fun mini 





ame is ag) 


the Target Practice document, available on the counter, to learn the rules of the game and he 





you can win awards, To review your hi 


of the counter 





Speak to the clerk behind the desk to try your skill in the shooting range. Take the Rapid-fire 


weapon set or the sniping weapon set, and then head through the double doors into the next 


room and ring the bell to begin. Shoot the targets to score points. For every five targets hit, the 








backdrop opens and a tiny Salazar target moves across the back. Shoot annoying little Salaza 
score big! If you shoot four targets and miss the fifth, Salazar can be heard laughing at you 
When the castle is the backdrop, firing into the ceiling 








causes 





to glow and sparkle, and then an explosion occurs 
If timed right, this might take out several targets 
simultaneously. If timed wrong, it might damage an 


Ashley target and deduct 1000 points from your score 





Scoring headshots continuously causes fireworks to 








commence in the background. Little Salazar will do 


anything to distract you! 





ond 


‘at way to make the extra money required to upgrade weapons, Read 


est score, examine the postings on the wall to the right 












Mine Thrower 28,000 
Chicago Typewriter 1,000,000 
Rocket Launcher 30,000 
Infinite Launcher 1,000,000 
Stock (Redd) 4000 
Stock (TMP) 4000 
Scope (Rifle) 7000 
Scope (semi-auto rifle) 10,000 
Scope (Mine Thrower) 8000 
First Aid Spray 10,000 


aw 


a strange reaction. The sky and the castle begin 


rto 

s 
| 

SCORING 

Hit Target SOpts. 

Male Villager Headshot 1odpts. 

Female Villager Headshot 200pts. 

Salazar 500pts. 

Ashley ~1000pts, 












ps. Rare bottle 





More than 3000 points in one game to receive bottle ¢ 


jwanded for certain feats, such as shooting all twenty-five targets 


Ashley tantets), or scoring over 4000 points, The sniping weapon 


for scoring high, and the rapid-fire set is good for shooting all the 


is to wit the rare bottle cap. ye 
} Game system. 
"| and Strategies 


vailable to win . | 
{ 













ps a 





{shooting range you enter has six new bottle 
Juve not won all of the bottle eaps from the previous range yet, then 
« \ to win bottle caps on the bottom row, Game Type B: 


fottle eaips on the 
thelr panorama in the Key Items/Treasures Screen, 


cond row, ete. View the bottle caps you won by 





aging Features 


ham bottle cap changes the targets that appear, so 








The | 
Merchant's tist 






practical choice. Tareet 
ee , Practic 
1c. Just try it! The difficulty increases to the point of near- 





Ty to score big in the shooting gallery during a repla 





possibility. Attempt to win all the bottle caps before clearing the game. 


















}AME TYPE A (BOTTOM ROW) GAME TYPE C (THIRD ROW) 
No. Bottle Cap No. Emnien 
1 Leon w/handgun = Merchant 
2 Leon w/shotgun —— Leader zealot 
3 : ‘Ashley Graham 8 = Zealot w/scythe 
4 Luis Sera — ah Zealot w/shield 
= Leon w/rocket launcher ates Zealot w/bowgun 
Rave ‘Ada Wong (hit all targets) Rare Don Pedro 
GAME TYPE B (SECOND ROW) GAME TYPE D (TOP ROW) 
No. Bottle Cap No. Bottle Cap 
1 Don Jose KR Ee Soldier w/bat 
2 Don Esteban 2 = Soldier w/stun-rod 
3 Don Manuel 7 3 Soldier w/hammer 
4 Don Diego 4 oe 
5 Dr.Salvador atl . d 
Rare Bella Sisters Rare 





TARGET PRACTICE AWARDS (PESETAS) 


IN Bottle Cay 











All bottom row bottle caps _18,000 — 
} All second row bottle caps 25,000 2 
; All third row 35,000 
‘ All fourth row bottle caps 50,000 








The walkthrough portion of the guide is divided into chapters and sub-chapters, just like the game itself. This should make this volume 
easier to reference while playing through Resident Evil 4. 


The game is explored in these sections area by area, Examine the maps to determine the possible locations of items. Keep in mind that 
every area has a certain number of randomly determined items, and that there is also a chance that breaking certain erates and barrels 


may not yield any item at all. 


‘Therefore, the number of Random items listed in the Items Found table for each area lists a number of chances for a random item, 





rather than a total, Should you check all five random item locations and find litte or nothing, consider opening the Options menu and 


retrying the area. 
CHAPTER 1-1 


FOREST 


ITEMS FOUND 


Item 


Handgun Ammo 
Hand Grenade 
Greon Herb 
Red Herb 
Pesetas (Box) 
Random 










am, was last 


Hitstum to the car and speak to both officers to hear them deride 


alittle more 














Life 

is few stops up the path unti Lyortm—. 

pethres crows perched aroufid-a 

Shoot the crows for a chance to 

‘obtain money and a I. 
A distance to avoid driving 





With the gunshot noise. 
ae” 


Un-Welcoming Party 








{nick blocks the path leading cast, so head north to the nearby 
Je sure to smash the box on the cart west of the house for a 


eto get another item 


ked nearby. They block the front door shut, but 
inler lor the time being. Head to the back of the house and 


. Then go downstairs and jump 


Continuing Toward the Pueblo 


Follow the path be 





full of items. Collect the 


the three erates to collect various 


typewriter to save your game. 


‘Two. more crows 
are perched neara 
strange signpost. 
Shgot them both 
froma distance to 
obtain pesetasande 


Bear Traps 


Continue east until you spo 


trap by approaching and pressing @. Freeing the wolf from the trap proves extremely 
beneficial to Leon in future events. Note that the areas off the sides of the path are lined 
with more bear traps, Shoot them with the handgun to set them off, making the area safe 


to cross, However, sticking to the path ensures that you'll avoid them entirely. 
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yond where the truck was 











on the counter, and smash 








wolf caught in a bear trap, Rel 


‘ked to find a small shed 


andomly determined items. Use the 




















Allow the hostile villagers to approach, and then shoot the closest enemy 





in the head to make him stagger. When he holds his face in pain, moye 


in close until the “KICK” command appears onscreen. Press @ to 





boot the staggering man, knocking down all the other villagers as well, 
Jump over the woodpile to put a barrier between you and the villagers 
if needed. Also consider retreating inside the house. From this location, 
you can shoot the villagers as they attempt to enter via the door or 


windows (with less chance of being surrounded). 


Once the uprising is 
suppressed, collect any 
items dropped by enemies 
and head back to the 


cliffs edge. Look over the 





cliff to see the junked 





police car in the stream © LOOK DoW 


below 


ise the wolf from the 





























Pihesignpost that points the way to the “Pueblo,” explore the 
right to find a F among the bushes near the fence 


nd notice the trip wires 





‘Two bear traps are set on the 


Jherween the trees. 





Wallthreuphe 


, then move toward them until Hieon 





Handgun to set off the bear trap 
gardening along the pa th nearby cries out, As he approaches 


away from the tripwires a few steps, then turn and aim at 








bre attached to one of the trees, When the villager moves 






{he trees, shoot the claymore to set off the bombs, killing the 


Whenever possible, use exploding barrels and bombs to kill 








sian 
with skulls arethe villagers” 
findicating that there are booby traps 
d, pon entering an area marked by this 
start searching the groundand 





~ 













A small cabin farther along Leon’s route contains a gruesome 


sight, as well as two item crates and a 


Combine Green Herbs and Red Herb whenever 
possible to create fully restorative 
Compounds. BS 


and other items from inside the cabin and continue 





¢ bearing a strange symbol 





PUEBLO 


Occurrence Remark 
Shotgun 
Handgun Ammo 
Shotgun Shells 
ite 
Flash Grenade 
Incendiary Gronade 
Groen Herb 
Red Herh 
Yellow Herb 


Posetas (Box) __*% 
Gold Bars Chainsaw Man 
Ruby Chainsaw Man 


Random — 





To Village 
Chiefs House 


Hub of Anarchy 





Move forward until the “LOOK” command appears onscreen, Press @ to use Leon's 


binoculars to spy on the villagers. While looking through the scope, use the Thumbstick 





to adjust y y and move the C-Stick up or down to zoom in or out. Although 






the villa r to be going on with their everyday lives, a grizzly reminder that 


something is terribly wrong burns in the central pyre. 


You must kill 14 enemies to continue past the Pueblo area. Each five enemies killed 





causes five more to appear, and this happens twice through brief interludes, When the 
fourteenth enemy dies, a bell sounds from a nearby church and all the villagers leave the 


area. Until then, you must avoid being overwhelmed by their numbers 
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Wo ways to initiace the fight. Either run into the center of town or try to sneak behind the buildings via the path 


spots Leon, they emit a ery that warns all the others. 





as the first vil 





West from Leon's spy point by the tree 


ffow the Pueblo is nearly impossible. Running toward any of the exits adds five more enemies to the mix. Heading 
Phe north exit causes a cl vielding maniac to appear. Without appropriate weaponry, this enemy ean kill Leon 


ile attach. However, he drops a valuable Ruby when defeated. 


g the Crowd 


Muublo presents the first of several instances during the 





Wall throupte 


Where Leon must take on a large crowd of enemies 


ining outdoors is 





lie can continue the mission. Rem 


tacked from any 





fede. In the open, Leon can easily b 
fe atany time. To survive long enough to kill 14 villagers, 
Uiinside buildings with your back in a corner. Blast the 


as they attempt to enter through doors or windows 





the situation gets too hot, toss a grenade into the 





and escape through the nearest window or door 


the Pueblo is such an open area with so many good spots for action, specifying exactly how to fight the enemies 


Ud be both wrong and impossible. Instead, we shall simply go over some features of the village and let you decide how to 


yindle the situation 


Avoid the Tower! 
The tower at the north end of the area may seem like the highest and safest 
place to go, but nothing could be further from the truth. If Leon climbs into the 
tower, the villagers suddenly equip molotov 
cocktails and toss them into the loft! The only 


way out is to drop down into ahord of vidlent 


nena ie a fiery death in the tower. Find 
someplace else to hold up. 








gene where the villagers 


Mulouble their efforts as Leon 





entering this structure 





‘'s and goes after Leon via 


mediately adds eleven more enemies to the area. Additionally, the chainsaw maniac apped 
t route possible. Ladders are placed all over the building, giving villagers access to many points of the roof. Avoid 


until the villagers leave to keep the battle fairly easy, or enter the building to increase the 



























Once inside the house, move to the bookcase on the west wall and push it in front of the boarded window to slow the ingression. Gray 





the on the rear cupboard and smash the barrels under the stairs to possibly obtain pesetas, Then head upstairs and 
take the olf the wall. Use the knife 
to smash the glass cabinet and claim a 

ade, take the nearby and 


pick up the extra on the bed 


By this point, enemies should be climbing 
the ladder as well as banging on the nearby 


window, Push the ladder down to prevent 





enemies from climbing in and blast the 


enemies trying to come through the window. The best course of action is to get out of this building by leaping through the upstairs 


window near the bed, Barricading yourself in the more fortified house across the street would be a wise idea 


The Chainsaw-wielding maniac 1s the toughest 
village on'the blockc&pabile of withstanding 
séveral shotgun blasts and any number of handgun 
shots. Byt if you can bring him 
*_dowrt permanently, he drops 

( T'S worth 10,000 pesetas! 





The Southern House 


Most of the doors on structures in the village are made of flimsy 


wood. However, the door to the back bedroom in the southern 
house is made of metal. A metal door cannot be sawed through and 
the villagers cannot beat it open so quickly. Therefore, the southern — 


house is a great place to make your last stand against the onslaught 








Kick open the front door and move immediately to the left. Get behind the bureau and 


push it in front of the door, Blast a barrel to the left of the stove to hopefully obtain 





some type of ammo, and then head for the back room. The metal door is sealed shut 
by a padlock, Either blast the padlock off with the shotgun or kick the door repeatedly 
positioned to strike the padlock with his foot. Three direct kicks on the padlock should be 


enough to break the lock and open the door 





Eggs can be eaten to recover lost health. There 1s also a slight 


possibility of obtaining the extremely rare Gold Ege! 


Avoid shooting chickens in this area and the next. If a chicken 
{e allowed to remain in one spot long enough, it mighbTay an egg. 


Grab the off the bed, and smash the nearby crate 


and barrel for additional items as well. Use these scant 





precious seconds to recover from injuries and reload 


weapons. When the villagers begin banging on the metal 





door, prepare for breach. Bither toss a grenade or fire the 
shotgun when the door bangs open, to buffer the crowd 


attempting to get inside 





As the Bell Tolls... 


When the villagers abandon the Pueblo, collect the 


remaining items in the area. Walk to the top of the 





arched rooftop on the two-story house to find a 
In the tiny shack near the northeastern exit, the 

file hangs on the wall, It seems someone has been 
following Leon’s movements since long before he came 
here... When finished exploring and gathering, continue 


through the northeastern exit 






















Walithrougte 






FARM 


ITEMS FOUND 


fem Occurrence Remark 
Handgun Ammo 
Incendiary Grenade 
Posotas (Box) 
Random 


Spinol 






About 


the Blue | 


To Pueblo wage Medallions 


The Blue Medallions 


While dealing with the relatively few enemies present in this ¢ 





, take the e off the tree to read a note concerning t 





sub-mission available during Chapters 1 and 2 of the game. By spotting and shooting the fifteen blue medallions in this area and the 
graveyard, the weapon merchant makes a 


bonus weapon available later in the game, 





Taking the parchment from the tree causes 
the in-game map to display the locations of 
all fifteen medallions, Seven of them appear 
in the farm area, and they are marked on the 


maps provided above. 





















Wactical Advantage SSS 


heb enemies at the Farm spot Leon and begin to close in, enter the 
Vurmer barn and wait for the enemy in the loft to drop to the floor. 
(Climb ghie ladder to the loft, and knook the ladder down. Defend 
Yoursel? fromsiokles and axes they might throw, and keep tipping the 
Tadder until all five 
own to the level below to take them all out! 


emies are gathered below, Toss a hand grenade 





Walithroggh 


ures at the Farm 





The Pearl Pendant hangs over the well behind the shack in the western edge of 


h. However, allowing the 





the area. Shoot the pendant to drop it within Leon's r 
Pearl Pendant to drop into the mucky well tarnishes the item and lowers the value 
from 10,000 pesetas to a measly 1000. First, shoot the rod holding up the well’s lid 
and then shoot the pendant to drop it safely onto the covering. This way, the Pearl 


Pendant can later be sold for full value. 


Meusiein’s location can only be reached by navigating 
h the upper level of the barn, Climb up the ladder into 
olrol the larger barn in the area. Then jump through the 
fniopen windowsill onto a covering that spans over to 
Hullding next door. Move directly across the covering from 
Widow and drop into the fenced-in area and smash the 


1 be sold for "4 
+ 


fively little value on its own, the Beerstein greatly increases 


Joobtain the Beerstein. While this item 





ue when fitted with three jewels, found elsewhere 





Tucked Around thé Farm 
Be suré'to collect the Spinelfrom the cabinet inside the large 
barn, ds well another one in the Ghate inside the connected shed. 
Doinot miss the barrel behind the shed near 

the northeast corner of the area, 
whigh breaks apart to revealan: 
Incendiary Grenades 





HOMESTEAD RUINS 


Red Catsoyo 
(bird nest) 


ITEMS FOUND 


Occurrence 


The Old Boulder Dash Trap 


As the familiar signpost near the entrance indicates, the area 





head is full of traps. 


Proceed down the slope a few feet until villagers push a boulder off a behind Leon. 





Rapidly tap the button displayed onscreen to sprint ahead of the boulder. Be ready to 


press either @+°% or @+@ simultaneously to dodge out from in front of the boulder at 
the last second 


After surviving the rolling boulder trap, two 
villagers appear on the bridge above the path 
area. Move back wy slo} 





urn and fire at 
their heads tory and make them drop to the 
ground below, If you can avoid the weapons they 
throw, there is a very good chance of causing 
these villagers to drop pesetas or ammunition. 





~ 


Sparkling in the Dark 





Use the handgun to shoot the sparkling objects in the tunnel roof to obtain two Spi 


The bats in the 





should prove harmless, but attempting to slash them out of the air 


with Leon’s knife can be a bit of fun 





















Mad Bombers | 


Proceed just past the end of the tunnel to the edge of a fence. Use the 


handgun to shoot a villager standing directly ahead, Once you have 





a bead on him, shoot him repeatedly to prevent him from tossing 
dynamite sticks in Leon's direction. If you can shoot him often enough 
to prevent him from throwing the live bomb in his hand, he blows 


himself up! 





















est dealt with by firing the shotgun at the bomb in his hand. If you fire at the 





Homb-thrower inside the house can be b 


ywn, the shotgun blast should detonate the bomb right in the thrower’s face, killing him. 





Just after the bomb is th 


rd until you spot 


Ride, ifpossible. Then shoot 


res to blow him up. 





The dilapidated shed northeast of the bomber’s house is 

if booby-trapped with a bear trap and a tripwire. Be sure to 
Hanother man as he attempts to run past the check the shed carefully 

jnto the back room. Shoot the two men in the before entering, just in case 
front of the bombed-out house, then smash the the bombs were not already 
tripped while fighting other 
enemies in this area. 


ik to obtain items and collect the in 


K room 





Up a Tree 


sh the house at the back of the area, and use the C-Stick to 


Appr 








upward, Shoot the bird’s nest in the tree outside the 





angle the came 





house to cause a to fall to the ground. The gem alone is 
fairly valuable when sold. But, when combined with the Beerstein, the 


two together become worth much more than when sold individually. 


pot a tripwire strung between the walls. 
biher tripwire stretches across the next 


_ Be sure to detonate both bombs from a 





ance before proceeding, 








Take the $ on the table and the 
Green Herb in the cabinet, then push the 
bookcase aside to uncover the entrance to 
the adjoining room. Examine the armoire 
at the back of the room to meet Luis Sera, 
and the frightening village chief shortly 


CHAPTER 1-2 
VALLE 


MS FOUND 


Item Occurrence 
ndgun Ammo 

Shotgun Shells 

Rifle Ammo 

Flash Grenade 

Green Herb _ 

Red Herb 

Yellow Herb 

Pesetas (Box) 


































ino relaxing during scenes Just as Leon and Luis are getting acquainted, a gruesome executioner staggers into 





Willian axe fo dispatch them. Be prepared to press a certain combination of buttons the instant they apped 





i), Leow manages to break free: 





Handgun Ammo on the shelf and 
SAMO next to the typewriter in the 
fy then exit the building and follow 


Paturious figure to che alley behind the 





ferious Merchant 





Gusvone in the village is hell-bent on chopping Leon to pieces 
illiders still value the almighty dollar over mayhem and 

il these persons gladly offer to sell items, weapons and 
Hupsrudes in exchange for the pesetas Leon collects throughout 
fh Merchants also buy valuable treasures from Leon, such 
forthe Pearl Pendant. Avoid selling combinable treasures 
isthe Boerstein and the Catseye jewels before combining all the 


jo mike the most valuable treasure possible. Refer to the Key 





ms and Treasures chapter before selling incomplete valuables for 


Boney than you could get later 


Giplere list of items for sale by the merchant is Holster It, Juaior! 

ined in the Game System and Strategies chapter When a merchant is in the vicinity, take extra care in aiming 
HpioW, it ls extremely important to purchase the your shots. Merchants can be shot and killed just like other 

Pier that, feel free to purchase the treasure map villagers, except there is no benefit in doing so. Once a 

He Village and any weapon upgrades you can afford. merchant is shot, he never reappears in that location for the 

Boope for the rifle allows for greater zooming while rest of the game. Essentially you shot yourself in the foot and 


pind, giving more accurate aiming at distant targets cannot shop in this location anymore! 





tly smash the barrels around the house 





fy and garner other items, and then move 
the partially-broken section of wall to 


feright of the gates, Aim the rifle through 





Iho large gaps in the wall and snipe the 


Stick to zoom in on enemies, and zoom 





3 on all levels of the platforms beyond the confinement building, Use the 
Ho move the scope sight more quickly, Be sure to hit all enemies in the head, and take out the persons patrolling on the 


fpemmost levels farthest from your position 


Sell Back the Rifle ME 
\ 


The rifle is not necessary agair' tintil Stage 2 of the game, or Chapter 
At that point, a better rifle goes on sale anyhow. If you 1ike, sell the 
rifle back to the merchant behind the confinement building. A small 
amount of money 4s lost, but at least you cleared the area! 


——— - 





Blasting Through the Valley 








While sniping the villagers positioned on the platforms surrounding 





the valley, there's a strong possibility that a villager standing near your 





position might hear the shots and attack. If this occurs, then simply 
allow the villagers to come through the gate and take them down as they 
approach. Otherwise, once you assassinate every villager visible beyond 


the wall, stepping through the gates triggers the appearance of the next 





set of foes. Many of the initial enemies toss dynamite sticks, so try to 


detonate the explosives in their hands with the shotgun. 





The best tactical position in the valley is the raised middle bridge in the area, While standing aif 


the bridge, one shot with the handgun knocks an enemy over the edge for an instant death 





Be aware that going for the located 
on the raised ledge to the south triggers the appearance 


of another enemy group. Use the exploding barrel to 





decimate their numbers and escape with the Emblem 


portion by jumping over the side of the cliff, 


The bid1ding nearest theextt makes a good 
standoff position, since you én knock down 
thelladder and lob hand grenades over the side 
of, the roof to take out crowds Below. 





Combining the Emblem Portions | 








Once the coast appears to be clear and the threatening music subsides, approach 








the building where the Emblem (Right Half) is located. This building is really hard to 





fight in, and so it is better to wait until all the enemies are drawn out and dispatched. 


grenade if you spot any enenties. Then 





Otherwise, look through a window and toss in : 


climb the ladder in the main room of the building to the roof, and open the red chest to 


obtain the H 
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les or purchases, Open the menu, press 





sures menu and combine the two halves of 


rn exit and use the Emblem to unlock 


ip weezer 


iJookers in the building near 
jto find a Yellow Herb. Alone 

has no tis, but wheffeombinee 
sn Herb or a Mixed Herb 
gibstance raises Leon’s 


Walithroug 





To Village 
Chief's House 


‘y 


Posotas (Box) 
fandom 












Too Quiet... 


Search the outdoor areas for items, then proceed through the double doors 





and the 





rridor, allow 





next door. After gaining the attention of the villagers in the twisting 


them to come through the doorway single file to make them easier to pick off 





Battle Lines 
Continue through the winding corridors until you reach a dead-end with two windows. Leap through the window on the left, which 


should cause Leon to roll to a position behind a metal dumpster directly across from a fortified enemy line with dynamite-tossing 


enemies, Press @ to crouch behind the dumpster to avoid bomb blasts, then raise up to shoot at foes, 





When enemies stop entering the room, search the ground for bear tra 


oven doors to find 1 and a Smash the barrels in the back corner to find additional items. Watch out for the bear 





traps set behind the enemy sandhag pile as you make your way to the door. 








Chamber of the Mask 











Inside the room where 
water puddles, use the 
knife to slash away the 
boards covering the 
window. Jump through the 
opening to an enclosed 
room and take the 

Mask from the wall. The 


Mask can be combined 





with three jewels found 





elsewhere in the stage to 


increase its overall value. 
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Moor at the back of the watery room, descend the slope and shoot the enemy on the lower level. This should 


















Miuation in the area. Drop over the side of the platform into the water below to find 
. Additionally, the 


ek Bass (L) swimming in the 





hot und collected to restore great 


joulth, While the larger fish is easy , wate 
the handgun, the smaller fish under ay s 





ersurfuce areeasier to hunt with 


chaltet 


Chapter 1-2 


Anno 
ets 


To Pueblo 


(Chainsaw) 





Scrows peck at food on the path ahead. Slip toa 





rsest 





ition behind the well opening and snipe the 






Wwith the handgun. The other two are positi 





Shnowingly under a tripwire bomb, so shoot the 


Hive to blow them both up simultaneously. When 





ching to claim the rewards dropped by the 


watch out for the bear traps on the path. 












Nearby is another smelly open well with a piece of jewelry dangling above it. Shoot 
rod to drop the well cover, then shoot the hanging piece to obtain the Brass Pocket 


Check for possible items inside the shack, and then make your wa rrefully i 


the path to the double-story house. 


House of the Big Cheese 


Ascend the back stairs into the house and examine the door, Move the green 








insignia up and then left to open the door 


Search the bedroom and take the message from the bed. Open 
the armoire to obtain _ and open the desk drawer to collect | 
mo, The box on the nearby dresser contains the Open the door 


to the corridor to experience another nasty run in with the chief 





CHAPTER 1-3 


VILLAGE. CHIEF’S HOUSE 


& 





Incendiary Grenade — 
Brown Chicken Egg eu 


Groen Horb_ . 
Chief's 
RedHerb ayer, (Note 
Insignia Key - =A 

Pesetas (Box) : or ete 








To Stronghold 






(Crow) 

























ithe bedroom door again. Open the cabinet at the south end of 


Wy to obtain « Green Herb. 


Wallthroushe 





The Chief's Supplies 


and check the portraits for revealing clues. Use the 





Head downs! 





typewriter if desired, and smash the glass cabinet in the back room to obtain 
an Incendiary Grenade. 1000 Pesetas wait in the nearby hutch. Open the 
oven door in the kitchen near the front of the house to obtain a Brown 


Chicken Egg 


Occupad! 

Avoid entering the bathroom on 
the lower level under the stairs, 
because a villager who had to use 
the facilities won't be pleased by 
your interruption. 





Ib One Here Gets Out Alive 





the house draws the 
iuition of a small group of 

; including a chainsaw- 
ing psycho. Lead this tough 
fy back inside the house 

ne with the others, into the 


Gonlines of the stairs and 





Macond floor corridor, so that 


W blast the foes without getting surrounded, The chainsaw man drops a valuable Ruby upon dying 


Returning to the Pueblo 





Fight the villagers along the path leading back to the Pueblo, There are two bird nests in 
the trees along the path, Shoot them both to obtain a Spinel and TMP Ammo, Check in 


the cabin for an item, and unbar the door at the end to reenter the Pueblo. 












possible to 





The Pueblo has no new items, so make your way through as quickly 





conserve ammo and recovery items. If you prefer to make a stand instead, move into the 
house to the left of the entrance and blast groups of enemies as they enter. Otherwise 
head straight for the door marked with the insignia on the building on the east side of the 


Pueblo. Unlock the door with the Insignia Key and enter. 


TUNNEL ‘i 





The Hatch in the Back Room 


+t the Handgun Ammo on the sideboard and use the typewriter to 








the game if desired. Smash the barrel in the back room to obtain 





TMP Ammo and shoot the lamp overhead to obtain a Spinel that drops 





Jvised that the lamp explodes into flames when shot, 





to the floor. Be 


so be sure to stand back. 







The Merchant's Tunnel 


Open the Noor hatch and drop into the tunnel below. Shoot the lamp 





a, revealing wo more 





hanging over the watery pool to darken the « 
Spinels and the Elegant Headdress, a very valuable piece, Continue 
into the next cave to 
encounter another 


merchant, Purchasing 





the TMP machinegun 


pistol might be a 
we 


tune-ups are alr 


ad idea, since new 





dy 





available for it 
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Closure of 
the Church 


Wall throng 


(nest) 


ny Grenade 





nd shoot them to obtain Rifle Ammo and a 










nd they too can be shot to obtain 





rows are perched on tombstones on the edge of the cemeter 





hj tems, To take them out quietly, shoot them from a few steps back down the path. Use the Handgun and be darn 











ping through the wooden doorframe or shooting a weapon near the east end of the path leading into the graveyard draws 


ention of a wom standing nearby. Take out the two villagers that hang out in the east part of the 





metery, 


ick in the 





then search the sl 


a to obtain 





corner of the ar 
Handgun Ammo and other 


randomly-determined items | 


Proceed up the road to the side of the gravestones until spotted by the trio hanging 
out in front of the chureh, Use the handgun to shoot the two that run ahead until 
the one that throws dynamite catches up. Then use the shotgun to shoot the 


dynamite in his hand, and blow up all three at once 


aint 
sins 








bd 


© Finish the Blue Medallion Sub Mission 


in-game map to determine the locations of medallions, and shoot them all. Three of the medallions are hung 
on the wooden bridge ledge behind the church. 

Stand on the wood bridge and aim down through 

the gaps to shoot the medallions. Only 10 need to 


Do not forget that eight more blue medallions hang from tree branches surrounding the graveyard. Use your | 


be shot to obtain the Punisher handgun for free 


from a merchant. 


Symbols on the Dial 








Check the three double-grave tombstones 


metery, marking the burial places 





in the 








of twins. Each monument bears a unique 
symbol. Keep these three symbols in mind, 


and move along the alley behind the 





church. Take down the villagers guarding the 





back area by shooting the one who tosses 


dynamite, and examine the raised pedestal 


The Green Catseye is locked within the pedestal, To unlock it, rotate the dial and cause three of the symbols to glow: The three syne 


resemble the symbols of the twins’ tombstones in the cemetery. However, the d 
difficult to activate the three twins’ symbols without activating other symbols on the dial, There is no one way to solve this puzzle, You 


can keep turning the dial until only the three symbols are lit. One sure method to deseribe how to light the correct three symbols is 


detailed below 


WT 


in throe space increments Until avery 


Turn tho dial repoated 
symbol on the face is lit 














©)CHECK 


can only be rotated three or four spaces, making it 





Then turn the 
twins symbols are lit. 











between Leon and Hannigan, but heading past the 


st path triggers an even funnier 





find down the soutt 


ion Pe sure to head southeast before checking the 





did | mention not to take 
enle route? 


Around the Wooden Ledge 








With no means of ingress into the church, follow the southeast path to a 
wooden ledge that continues into the next area. Villager enemies can be 
shot and kicked off the edge to die in the waters below, but this reduces the 


chances of obtaining items from them. 


ins a 





One of the erates in the shack standing on the wooden ledge cor 





snake, which leaps out and attacks Leon if he is too close. Hereatter, it’s 


to start shooting barrels and 





crates from a distance with a 
handgun than to use the knife 
to break them, Snakes drop 
the various types of Chicken 
Pgs upon death, so be sure to 


shoot them, 





Read the 
document on the table to 

determine how to get inside the 
parish. Then continue along the 
wooden suspension ledge to the 


next area, 

















QUARRY 


ITEMS FOUND. 


Occurrence Remark 
andgun Ammo 
Flash Grenade” 
Random 
Spinel 


To Waterway 


Blast the Flock 


Walk thro 









sh the doorframe into the wider area to spy a flock of erows feeding in the 
quarry. Toss a hand grenade or fire a shotgun blast to take out many at once and rake ji 
the pesetas and items. If any birds escape, leave the area and return to reset them to thd 


initial positions. Then you can pick off more and claim more rewards 


Shiny Ores 


Search the small shacks to and other items. A 








lies on the cart parked near the northwest wall, and another can be 





found inside one of the buildings. The roaring from behind the massive 


double doors cannot foretell of anything good. 


Before continuing east, be sure to visit the merchant behind the blue 


rs to the south of the exit 





doors down the st: 


rR 


To Quarry 


Occurrence Remark 
——>— Walkthrongte= 


“tle 


Chapter i-3 


Pward and drop into the lower room 


10 from the corner, j 
. “ ‘To Waterfall 
d and look for the barrel (torch) 
fi right. Smash the barrel to obtain an 
Wd then continue eastward to find the 
hint shop. In the sm: 1 behind the 


Wa barrel that can be smashed to obtain 


Hand 


Earning a Weapo 

Ifyou eliminated more than 10 blue medallions by this point, the merchant 
offersthe ~—-—-—-rhandgun for free. While weaker than Leon’s normal 

weapon, it fires bullets through multiple targets at once and its Firepower 
can be upgraded sufficiently in a single tune-up. Trading in Leon's default 

weapon isn’t a bad idea at all, If you're not interested in the Punisher, then 
at least take it from the merchant and sell it 





ITEMS FOUND 






Occurrence Remark 
(nest) 


TMP Ammo 
Incendiary Grenade 
Hand Grenade 


Outrun Another Boulder 


Collect the items possible in the cabin on the right, and then continue down the path dO 





t the warning sign. Villagers send another boulder rolling after Leon. As before, tap SPRINT 





pd 
the correct button rapidly to sprint down the hill, and then press the button combination 
displayed onscreen to dodge out of the boulder’s path. Having successfully dodged the 


boulder, turn around and aim high on the cliff side to spot a , and shoot it loose. 


Take Them Out with Tripwires 


Proceed cast until you spot the start of a wooden platform built over a small swamp and 





the enemy positioned before a tripwire a dozen yards away. Shoot the tripwire to blow up 
the enemy, There are also enemies standing near tripwires down in the muck to the left 


and the right, about twenty yards away 































Villager Appearances 





Mlb ack of the first dock or into the cabin on the right 





‘om the west. Head ba 





PFenemies to enter the area 
form to meet the oncoming group. Shots may cause 
he edge of the platform to fall in the water, and you 


er the side 





fv kick ag many enemies as possible 


This Way, you have only a few enemies on the platform to 





aca ime 


k toward the cabin or the east end of the 





When the first group is dealt with, move bs 


platform to trigger the appearance of the next group. Don't forget to hop down in the 





1p area to find a 





water at some point and head back toward the west edge of the swa 


Hand Grenade carelessly discarded on the embankment 





iii Waves of assault from the east are dealt with, enter the cabin 


the crates and barrels to obtain items. One of the crates 











Drop from the west platform and continue through the murky waters to the ed 
platform. More enemies should spot you as you make your way around to the stairs on 
the north side. Deal with them in the most efficient manner possible, and then ascend 
onto the second platform. An Incendiary Grenade rests on the bench. Shoot the bird 


nest out of the nearby tree and then go fishing to find a valuable Antique Pipe. 





Head east along the second platform until you reach a tripwire bomb, Standing near 


n feet away and shoot him to 





the bomb, aim for the villager standing by shack a doz 
get his attention as well as that of another man inside the building. Back away as the 


two approach, allowing them to walk directly into the tripwire 


Collect the Handgun 
Ammo in the cabin 
umte beside the bullets contains a snake, so waste 

fut to break it open. Continue toward the exit. If you 


ny snakes in the water, it is because they 





Miseen too 1 


Slustered near the exit, Shoot them to obtain Chicken 


if you are low on recovery items before proceeding 














LAKE 


ITEMS ROUND 


+ Item Occurrence Remark 


Handgun Ammo es 


Green Herb (nest) 





Feeding Time 





Ascend the slope, ignoring the path on the 
right, Continue to the top of the rise until Leon 
spots two villagers feeding a little live bait to the 
local mutant marine life. After the scene, turn 


from the overlooking ledge and search the grass 


below the tree on the right to find a 








Board the Boat 


Head back down the slope and take the path south, Shoot a bird nest in 





the first tree on the left to obtain a Check in 
the first cabin on the right to obtain and a 

Continue to the bottom of the path and check the cabin near the dock 
to find a and a much-needed typewriter. Save your game, 
then go out to the boat dock and board the motorboat. Drive the boat 


southeast to trigger your first encounter with a horrific boss monster. 





MOTORBOAT CONTROLS: 





Control Action 
Thumbstick or *@* Up Accelerate forward 
Thumbstick or "@* Down Reverse 
Thumbstick or "@ Left Turn left 
Thumbstick or *@® Right Turn Right 4 z 
% Button Ready Harpoon 

Button Throw Harpoon/Embark or disembark 


76 







































inotorbout’s anchor gets caught within the fins of a 
dweller.” El Lago dr 





or the lowly refer to as “the lak 





hoat avross the surface of the water toward floating tree 
ud beanehes. If the motorboat strikes the debris floating v Loh ¢ r 


vo water, Hie eralt capsizes and Leon is thrown overboard. To 











sok to the boat, press @ rapidly to swim. At the start of the L * 
unter, Leon should be close enough to the boat that he can * 
‘ch with ne problem. But as El Lago takes more damage, ee 
wee Leon must swim to get back in the boat increases. - 
cfore. as You inflict more damage to El Lago, be conscious ~ 


hore it may be dragging the motorboat in the lake. Always 





Jeyr of debris and Bl Lago itself rather than take a chane 


{ag eatehes Leon out of the boat just once, he swallows the 











— 








, steering the boat around a few tree trunks, hold * to raise the harpoon and to: into El Lago’s back. 
until the monster dives under the water. When the monster dives under the water, 





y tossing harpoon 
hon attempts to swim up under the 
Steer the boat left or 





tnd capsize i 
jt, away from the point where El Lago 
‘This should allow you to avoid 





er ged 
jung capsized more than necessary. 





El Lago dives under the water and stops dragging the 
hing gets quiet suddenly, pick 


Sometim 








boat. During instances where eve! 
up a harpoon and turn the boat left or right until you spot El Lago 
attention to red arrows that appear onscreen to show 








+ ; approaching. P: 
‘ 4 you EI Lago’s position and turn the boat to face it. As El Lago swims 
x S e across the surfs 


mouth to make it submerge rather than cap: 





se with its jaws open, fling enough harpoons into its 





¢ the boat. 








peat he above strategy as necessary until El Lago decides to fle 
around Leon’s leg. During the ess 





jforumately, the anchor rope wrap 
«iio, rapidly press the displayed button, @ or & . to make Leon cut 





inself loose, 





At night, the villagers sometimes show their true form when their heads are blown off. Avoid trying for too many head shots, or las 


Plagas start making the game a real nightmare 





Torches now light most areas in the village. | 


navigate if (60 many torches are destroyed, so a’ 
CHAPTER 2-1 


LAKE 


Handgun Ammo 


Flash Grenade 
Posetas (Box) 


Random 


Leon Awakens 














torch is shot enough times or damaged, it goes out. Areas can become almost too 


void damaging or shooting light sources if possible 


To Lake Cave 


Anonymous Letter To Waterfall 





Collect the items in the lakeside cabin, 
including the file on the 


bed. Bxit the cabin, board the motorboat and 





ft coward the blue torches across 





pilot the 


the lake, A merchant runs a shop inside 





the Lake Cave, and there are several items 





to obtain around his stand. Details in the 


following section deseribe their locations. 
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Option to Explore 





ed att 





Do not head back toward the church without an essential key item loc: 
the waterfalls south of the lake. However, if you choose to pilot the boat back 


to the northwest shore, new items can be obtained in the cabin by the dock 


Proceeding up the path, Leon 
encounters Golmillos, or dogs 
(Prenticles. The best way to deal with multiple Colmillos is with 


Dr incendiary grenades. Two appear in front of Leon, and two 


harpoon to spear fish that are swimming 
Fhe southeast: a op 
pn wakes up. When ther bodtes float 
Jake and a green light 1s showing, pilot 
ir thet to collect large or regular 
Ghooting them from the dock or 
He easier. Then you can just hop in 
collect thetr floating bodies. 








jgun Ammo 


Ammo 












Move to the left of the shop and push the cargo out of the way. Shoot the barrels to clear 


0 shoot from a 





snake, 





the path and obtain items. Another one of these barrels contains 


distance. Behind the shop, climb the ladder up to the rooftop 


Push the cargo out of the way and shoot the barrels. The second barrel contains the 
that combines with the Mask for greater value. Drop through the hole in the 
roof into the merchant's shop to find F V Speak to the merchant from inside the 


shop if desired. The merchant offers new tune-ups for the Handgun, Shotgun and Rifle. 


ITEMS FOUND 


Occurrence 


Little Happening at the Swamp 





\ few enemies are positioned in the actual swamp area, but not many. The majority of foes 
Wait at the top of the slope near the entrance to the quarry. Break the containers inside the 


cabins surrounding the swamp to obtain ammo and randomly determined items. 
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Occurrence Remark 


Handgun Ammo 
Hand Grenade 

Gr abies 
Gold Bars _ Las Plagas 






Gold Bars 
(Plaga Ganado) 


Walkthronute 





Chapter 2-1 


To Waterway 












ess the Emerging of Las Plagas 


area, Leon witnesses a villager who reveals Las Plagas. 

{yparasite emerges from a villager’s head, damage to other parts 

Houly is reduced to 1/3 of normal. The best way to damage Las 

is by shooting the emerging parasite. Using a Flash Grenade 

emerging parasites immediately, If you're out of grenades, use the 
{o kill them more efficiently. Avoid trying to inflict too many 


do not emerge too often. 





hots to villagers so that Las Pl 
villager 


Mranstorms 





Crossing the Flow 





Jump across the dam platforms and follow 
the south bank all the way to the end. 
Break the barrel to obtain a 

Backtrack a few steps and hop across the 


running water to the north bank 















Climb down the rope and kill the villager standing on the platform, Climb onto his platform to obtain 0 and shoot the 


barrel for another item, Shoot the glittering object in the cliff wall to the right of the rope to obtain a 


Creating a Makeshift Bridge 





¢ end of the bank and shoot the chain suspending the eargo box. 





Move to the 


With the box floating in the water, Leon can now jump to the center platform, 





Move up the central platform to see a cave behind the waterfall. Somehow the 


water flow must be stopped in order to pass through, Shoot the glittering object 





the beam above the falls to obtain the ‘limb the platform and shoo 
the barrel to obtain a While on the platform, shoot the chains hold 


the two boxes rotating on posts nearby to drop them into the water. Now the sol 





bank can be reached by hopping across the boxes. 











Di 


On the south bank, shoot the barrel under the mechanism platform to obtain aij 


verting the Water _ 








item. Climb the ladder and pull the lever to stop the water flow. Hop across the 





boxes to the center to trigger the appearance of villagers. Jump back across thé 
ae 


boxes to the south bank and shoot them as they try to hop across in pursuit, On 






and enemies fall into the water and die. Its too ¢ 





Move up the center platform into the 
cave under the waterfall, Take the 

from the wall to reveal 
a secret passage. Follow this passage 
to a dock 
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Oh next to the entrance to obtain 


dnd destroy the bs 


bh {0 obtain some randomly determined 


rels next to the 





W the boat for a free ride to the 


nm 
Herb 
Hts 
wHerb 







tas (Box) Yo Swamp 





the barrels near the west entrance to 


Proceed into 





band 


To Waterway 











| CIGANTE 


If you saved the wolf in the first area of the game, the 


nd barks to distract the monster, 





thful friend reappear 
Sometimes this works, a. 
sometimes not, While £ » 


El Gigante is going after » 
: V » 6 as 
( : 


so that you can enter 


the wolf, shoot it fr 








the side or behind. 


‘Try to keep the monster 





from destroying the 





eks in the south part of the ar 





them safely and obtain items after the battle. If you try to 








go into the shacks during the battle, 21 Gigante smashes 
them, and could cause serious damage to Leon. If the dog 


leads El Gigante toward a shack and he smashes it before 








you collect the items, . 
consider opening the a4 mm 
Options menu and f > ae 
choosing the “retry > * 7 
selection. & fe: »” 


Va - 
6 Wtf & 
Use a Flash Grenade to stun El Gigante, then shoot 
it rapidly with the handgun or TMP. If you're out 
of Flash Grenades, back away from El Gigante’s 


massive feet as it advances. When it stops to attack, 








back a few more steps out of harm's way and then 





shoot the monster as rapidly as possible. 





When a c mount of d 





ai 





; doubles over in pai 
to climb onto its back. Rapidly tap the @ or & 
site before hoping down. After performing this attack three or four 





slash at the pa 


times, EI ¢ te should go down for the count. The monster drops Gold Bars equal 





15,000 pesetas. 





Watch out when El Gigante lowers his shoulder and charges, roll 





und 





id swings it. 
acks. If El 


Gigante sweeps Leon up in its massive fist, rotate the thumbstick rapidly 


boulder toward Leon, or rips a tree out of the 








Press the dodge buttons displayed onsereen to avoid these 4 






as little damage as 





to get free. To get out of this deathgrip and sustai 






possible, place your palm on the control and rotate it as fast as possible. 








AVEYARD 


(colmitlos) 


0 Ammo 


Bird Nest 





Guard Dogs at the Catest 


Proceed along the wooden ledge, collecting new ammo and other 





items from the shack on the side. Proceed up the path and use 
grenades to take out the Comillos on guard duty at the end of the 


fence, One of the mutts drops 





Unlocking the Church 


Take a moment to gather items from the rest of the cemetery, such 














the Handgun Ammo in the shack at the southwest end of the gr 
Shoot the bird nests on the path leading to the tunnel to drop a 
and When finished procrastinating, use the Round 


Insignia to unlock the front doors of the church and enter. 
















CHURCH 





Wealth of the Parish 


Approach the dais and check 
the altar. On the shelf to the 
box of 3000 Pesetas. 


es run along 





lef 








Narrow p 
the outside walls of the 
church. Smash the barrel in the narrow south passage to obtain a Flash 


Grenade. Climb the ladder in the north passage to the baleony above. 





Chandelier Swinging 


Stand at the center of the upper balcony and 
jump onto the chandelier. When the fixture 
swings toward the southwest wall, jump off 
to the other side, Move around the north 
side of the upper balcony and smash two 
barrels to find a random amount of pesetas 


and an Incendiary Grenade. 
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‘ed lights located on the balcony. The three 


Jnust be adjusted to form the pattern in the center insignia. Rotate 






, the green lens three times, and the blue lens once. Then choose 


Qplien to mix the colors and form the central insignia. The bars 






Ashley Graham's holding cell rise 


Wall througte= 





paleony room to meet Ashley, the President's daughter and subject of 


joy Hannigan sends Leon F to show him how to lead 


Baulety and work together 


Miarrels ground the room to obtain ammo, money and a then 






Iu Ashley fo the ladder on the north side of the balcony and jump down 


use of the ladder and press @ to catch her. Then lead her toward the 





ROUND. To Graveyard 


Occurrence 
dandgu Ammo 
ied Herb 
tas (Box) 


fandom 











GRAVEYARD 


Tunnel 


ITEMS FOUND 


Item 

Handgun Ammo 

Random = | 

Spine! Bird Nest To Quany 


Burn the Wagon 





Proceed through the gates until Ashley points out the barrels on the wagon. Shoot the barrels to 


set them aflame and make the cart roll downhill, exploding on impact and wiping out the crowd 





of villagers below. At least two boxes of Handgun Ammo are dropped in the carnage. Rolling the 








burning cart should leave just one or two additional vi rs standing, so take care of them 


To Pueblo, 





3 FOUND 


TUNNEL 


Handgun Ammo 
Random 
Spinel 


Merchant Update 


The merchant now sells the Red9 and a stock that 








helps keep this powerful firearm steady between 





shots. New tune-ups are available for the TMP, 





the Punisher and the Red9. Before purchasing 


the Red9, consider that it is 2x8, taking up the 








most room in Leon’s case. While the weapon is 
powerful, the foreign old-style magazine takes: 


forever to reload 


To Graveyard 





Occurrence Remark 













enemies now dw 





there are extremely fer 






¢ious encounters here, there is a high chance that an enemy’ 
emerge if shot. Try to reduce the chances of fighting too many Las 


by alming for the waist or other parts. 












The barricade options are available once again in the two-story building as well as the reinforced 


one-story to the south. Use the buildings to help protect Ashley and narrow the enemies’ path of 


advance. 


Collect all the new items in the Pueblo, including a 






in the top level of the watchtower. Head for the northeast 


exit, where several enemies block the path. Advance toward the exit carefully, shooting the iil 





bear traps set on the road so that Ashley does not step in them, 







© Freeing Ashley from Traps 


If Ashley is ever caught in a bear trap, approach her until @ appears 
onscreen, and press the button to free her much like the wolf at the beginning 


of the game. 


FARM 


Handgun Ammo 
Groen Herb 
Pesetas 


Random 


Sera and the 
3rd Party 


To Pueblo 














Pro whistle for her. Kill the enemies in the area and spring all the 





culling for Ashley, so that her health is not in jeopardy 


Amtesle point to defeat multiple enemies as they gather below, Just 














ofnew enemies positioned in the northeast area, who will climb the ladder by the attached shack and enter the 


Sf the barn from the open window in the loft 


Time for a Piggyback Ride 





Jump through the southeast window in the upper 
level of the barn, and cross north to the roof of shed. 
Shoot the villagers and bear traps positioned near 


the tall double doors. Drop down and break the crate 





and barrel inside the shed to try to obtain items. 


Call for Ashley to come out of hiding and join 


you, Approach the northeast gate and perform a 





“piggyback” to lift Ashley over the barrier. She 


unlocks the gate from the other side. 





BARRICADE CABIN 


Prepare for Assault! 


otgun Shells 
Flash Gronade. 


Thcendiary Grenade 
Hand Gronade 
Green Herb 






To Barrier Station 


To Other Path 





Visit the merchant on the path and tune up weapons as much as possible before proceeding, 
Move along the bridge until Leon receives: 


the area and reenter so that you do not have to tune up weapons all ove! 


restart the game. 
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a call from Hannigan. Af 








mission, leave 





the tr 





ain in case you must 





Night of the Living Villagers 





Cross the bridge. Leon bar and Ashley in a cabin witl 
L 


into the 


Sera. However, this won't stop the villagers from trying to bre 








bin and kill everyone inside. Luis helps Leon fight the 





enemies that break into the cabin with his own Red9, Occasionally 


Luis tosses out ammo or recovery items, so stay close to him 







4 


ie Shoty! on table and the 


Welt of the fireplace 









fd of crashing glass upstairs means the horde has 
adders to the second level. Run around to the four 
Knocking down the ladders while Luis pours on 

dus. Stop and fire a shotgun blast when necessary to 


own enemy groups or to topple enemies trying to 


Shookeuses in front of the three downstairs windows to slow the ingression 


in corner. A rests 


When enemies finally break through 
the window planks and bash through 


the bookeases, stand at base of stairs 


too intense, or when Luis Says so, move upstairs and shoot villag 


and shoot enemies as they pour in through the windows. When the action gets 





come up the steps 


According to the game’s producers; forty enemies must be killed 
before the villagers give up and walk away. So keep blasting till 
the cous go-home! 





If you're fast enough, the enemies trying to climb ladde 


can be prevented from getting into the second level and 


overwhelming Leon and Luis. They then resume trying to 
enter via the first floor, and they come up the steps, Pick up 


the various grenades on the upper level and use toss them 





into the clusters attempting to come up the sti 








rs as they 











CHAPTER 2-3 


BARRICADE CABIN 











To Farm 





ITEMS FOUND 







Two Routes 
Occurrence 
1 


TMP Ammo 1 
NS 





Item 






To Barrier Station 









To Other Path 


The Coast is Clear... 


Pick up any items remaining inside the cabin and exit. The merchant has moved to 





4 position east of the house. Enter the shack next to the merchant and pick up the 
document next to the typewriter, entided Two Routes. Check the two woodpiles behind 


the cabin to find handgun and TMP ammo. 


Which Route? 





Wo routes run east from the cabin, Open the route of your choice by Take Both Paths If You Dare... 
moving the lever of the stockade device, Push the lever left or right oie EEE ebaures as well as 
The “left” path goes to the Barrier Station, where Leon faces off many other useful items are located in both 


against psychopathic us areas. After clearing one path, feel free to 


backtrack to the cabin, switch the stockade 
lever and clear the other path as well. 


chainsaw-loving 
dames in a gruesome 
arena. The right path 
leads to a passage 


dominated by another 





Remark 


fhe wagon loaded with barrels to wipe 


2 
ifrocting party across from the entrance. 


hide in the red container on the 
around the corner to deal 
enemies near 


to the back of the 


oun Ammo, Make sure the enemy on the 
hove is dead, and then press § to whistle Cabin 


lay to come along. 





Walkthrough: 






























Climb the ladder and move along the upper level to another red hiding container, and make Ashley hide in it. Kill the three enemies 








sh the barrel in the corner to obtain a 





and sm 








hanging around the upper part of the level. Move east along the upper lev 


To the right of the Green Herb’s location] 


ladder. Drop off the south side of the plif 









into a small area, Smash the barrel toh 





and take the 


Climb back up the ladder and drop into the circular pit, It’s an ambush! Two 


women with chainsaws and several other villagers drop into the pit as well. One of 





the chainsaw hags carries the around her neck, so you must defeat her 


to get it. The other hag can be killed to obtain a 


The best strategy is to get out of the 
pit as fast as possible and kick down 
the ladder behind you. Then take 

a position on the narrow section of platform west of Ashley's hiding spot. This way the 


cut them down, 





enemies have to funnel toward you from the front, and you 


After killing everyone, drop back 


into the pit and use the Camp Key 





to unlock the door bearing the insignia. Smash the barrel in the northwest corner 


of the pit to obtain Whistle for Ashley to come along, and then 





proceed into the next area 





Gathering a Few Items Between Onslaughts 





at the Camp Key. 


Smash the crate next to the wooden door around the corner to receive 





Enter the small building to the right and drop through the floor hatch to 


the cellar. Collect a and , then climb out 


Return to the upper level and smash the boards off the 





window to the south. Move through the narrow passage 


and smash the two barrels at the end to receive a 








and the for the M Avoid shooting the 


barrels, or you may attract the attention of the giant mob 


near the area's exit 
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Healile. Hide Ashley in 


jiney, and then toss 








Hes to take out the crowd 
| Retreat through 
eutlons and continue 

ids to take Out or stun groups of enemies, Switch between 





P and mow them down 


, head back toward the exit and make sure 





fie coast appears to be cl 























eno dawaling villagers. Then smash the barrel across from the hiding 





dgun A Lead Ashley toward the exit, unbar the gate 








bd to the gondola area if you wish. Or, head back to the cabin and 


pe ridht stockade to follow the other route 


HER PASSAGE 


To Barricade Cabin , Chapter 2-3 






Purple Gem 
rn 2 (bucket) 





H) Gigante that follows Leon and Ashley into this area 





foptional boss. If you do not wish to risk Leon's and If the bpportunity. 
is health, then move as quickly as possible through affords itself before 
youHave to flee the 
afea, shoot the shiny 
objagt, out of the 
bucket suspended 








ret and grab the Old Key from the second house in 


Use it to unlock the east door and escape 


over the second 
shack in the middle 
section to obtain 
the . 





ther way, there is 


fhiwork t0 do! 














Before even considering taking or 
especially in this area with Ashley in tow, make sure you 
ash Grenades on hand. Decide beforehand 





have a few 
tle. If obtainit 





how to fight the bi 1 plethora of items a 


portant, then try to fight the creature in 





and 
the first section and do not allow it to smash the shacks 





mey is 





sage. If the items are not 







in the second section of the pa 


important, then break * 

through the doors AW 1 
roA\ ; 

between each area as . \ 





ng i) 


pl yo HE 


needed to avoid t 
grabbed or hit by 
Gigs 





ite, 








Right after the creature enters the area, look where Ashley is pointing. A massive 


boulder rests on a weak platform. Back up a few steps, behind the boulder’s position, 
id shoot the 








When the creature starts to lumber forward, aim upward to the left 





platform out from under the boulder. With the right timing, the giant should walk 


use the opportunity to 





right under the filling boulder. While the creature recov 
break through the chained door to the next section, or shoot the creature repeatedly 


to weaken it. 








1 f! iM ‘The three chains locki 








door down and head to the next ar 





El ¢ ash throughithe walls 
dividing the area into se 


low for an opportu 





ate has to stop and si 





:tions, Even though it ean 
ity to fill it 
mmand Ashley to wait before 














full of lead and perhaps make it reveal its para 
hing at the par 





c. Othery 





climbing onto the creature and s e, Ashley follows 


8 herself. 





Leon right up to the monster, endangeri 


Be advised that Bl Gigante crushes the shacks in the middle section with a single 
¢ lost. 





ed, the numerous items inside each structure 





blow, If the shacks are destroy 





cond section, 





However, thére is another boulder on a platform high above the 





allowing you another opportunity to damage and slow the monster while you pe 





attack. 





Blasting the chains off is a faster method, The quickest wa 
» the TMP and cut right upward through all three chai 











é the doors between each section require six kicks to desty 


y to break through the 








s, Then kick \) 


Command Ashley to wait and then 


sich” strategy that works all too well is to use Ashley a 
ley before Leon, it lif 


nte as it approaches, If the monster comes in contact with / 
¢ the life out of her. But before it does any damage to her, shoot it 


its wrist in pain, 


iy from EL Gigs 
‘ound and attempts to sque: 

{ly @nuike it drop her, The c 
you additional opportunities to attack, Repeat this until it 
ing its parasite, After gutting the parasite. and 


wore 


wil; He 
ec Whet 


ww if heon'died been 


[ Occurrence : ot 
sigun Ammo 4 3 
Shells 
Anno 
4? Ammo 


Grenade 


1 
1 
1 
1 
1 


dom 
‘ow Cats 


ning of Things to Come 
fever door you enter, make your way to the 
Biputh of the merchanc’s location. Take the 
gun from the trasheans outside the 


and go inside. Use the typewriter if needed, 


foollect the document on 
fpverturned 
fer in back 
ps the villager 
pul is cooking 
gnother 


ihish for Leon To 
Barrier 


Aihe standing Station 


Berto obtain 


io Am 


Wall hrenghe= 












Chasm Crossing 





mine the village’s exit. Leon needs 








Bitores Mendez’ left eye to open the 


Head up the slope to the gondola that 





conveys travelers to the north side of the 


ae 
great gorge. Before boarding, smash the * ) 7 j 


barrel in the northeast corner to obtain ., 





IWIHL looks like it s'some sort 
retinal Scanner, 


Station North 


's control booth, proceed 









Bnter the gondola 








to the back room and open the two lockers 


to obtain and 





it the booth and descend 





the first flight of stairs at the cliffs edge 


to wait before going into 





Command Ashley 
the nearby cave, Have a hand grenade or 
incendiary grenade ready when entering, 


and throw it at the villagers guarding the entrance. 


Jump over the sandbags and proceed to the back of the eave. Climb the ladder af 
shoot the villager on the upper level. There’s a chest at the back of the sacrificial 
, the third and final gem that fits into the 


chamber containing the 





Beerstein, increasing its value. 


Return to the stairs, 
command Ashley to follow, 
and descend to the bottom 
Follow the path to meet 
up with another merchant 
Collect the and resting on the boxes next to the 
merchant, This is another moment when you should tune up weapons as much 
as possible and make sure Leon has plenty of recovery items. Purchase First Aid 


Sprays if needed 
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Occurrence Remark 


Aino 


y Gronade 7 
Village Chief 4 J 
Village Chief L 2 ‘4 

















Jey down the path and approach the 
shed. Leon leaves the girl outside while 


fs the building, anticipating some kind 





fbush. Unfortunately, none other than the 





é chief himself greets Leon. During the 






fe be ready to press the two dodge buttons 


fn displayed onscreen to avoid instant death! 


To Gondola 




















BITORES MENDEZ 


ge chief's exposed spinal column and keep 





Aim for the vi 





shooting until the chief separates in two. As the chief is stalking 





toward Leon, shoot until the creature moves to attack. Press the 





dodge button displayed onscreen to roll out of harm’s way, then 





run to the opposite end of the room. In the north section of the 


> the 





shed is an exploding barrel Leon can shoot to greatly dam: 








chief, A Spinel appears in the barrel’s place. 





| ; { 


e | Fh > | $ 





onster ing 





Continue in this manner until it separates. The upper torso begins swing) 





hting the slowly advancing 






round the loft to avoid 





from the beams stretched across the e 





ng. Climb the ladder to the upper level and move 





To hit the chief more often, switch to the shotgun and blast it when it tric 





damage from the creature while firing at it. 


in close to Leon, 





to get close. If the torso swing: 
around the u-shaped loft or drop to the floor 





ing the swinging 





Pi verere Core Coen cer) Hem Core oa 





er until the crea > can withstand no more 













se Eye and 






drops the Fa 





ge. The village chi 





ling 30,000 pesets 





Ss equ 


Exiting the Village 


Taking the village chief's False Eye causes a hole to break open in the side of the torture 
shed, Leap through the hole and command Ashley to follow Leon out of the area, Return 
to the gondola and ride back to the upper station. Approach the village exit and use the 


False Eye to finally leave the village 


IMS FOUND 


Occurrence 





Random 
Handgun Anno 
Shotgun Shells 


Walkthrouste 


Groon Herb 
Posetas (Box) 
Spinel 

Volvet Blue 


~ $500 - Truck, 5000 - Courtyard 


Chapter 2-3 


To Gondola 


















ked near the entrance. A 





on the boxes s 





is gathered at the top of the hill. But do not start 
jst yet. Move up the hill until a truck starts up. The erazed 
y nus over his fellow villagers and continues toward Leon and 


Shoot the driver to avert disaster, and then run back toward 





ers pour from the 
back end of the wrecked ae 
truck, Race to the top of the hill and collect items or money that the villagers 


itic 





who were run down may have dropped. Blast the second wave of pi 


hosts as they attempt to chase the two of you 





Smash the barrels 
on the first overlook 


1 and a 







Jhtnvar the drawbridge’s entrance to of 
Valuable ore type called e. Then continue toward the 


fawbridge to complete Chapter 2. 

















Parasites emerging from cultists’ necks in the 








it 





nge whip ter 








clean off—instantly. Late in C 





These Pla 


The caste is swarming with enemies and traps. Use grenades liberally as needed to thin crowds 


CHAPTER 3-1 


CASTLE ENTRANCE 


PHandgun Ammo 
Shotgun Shells 
Green Herb_ 
Pesetas (Box) 
Spinel 





Preparing for Siege 


stle stage are different in appearance and a 


cle attacks. However, if a Plaga body gets close enough, it performs 





pter 3, parasites change form again, 








1 scuttle across the floor like huge spiders, but they can be easily killed by a single attack; with the knife for instance, 





Smash barrels and crates in the courtyard to find pes 





weapons. Shoot the crates in the upper east corner of the area 
behind the shop carefully, 
because one box contains 
asnake. The red box in the 
alley east of the shop building 
contains Gold Bars worth 


5000 pesetas 


Collect the Green Herb inside the shop and use the typewriter if 


desired, The merchant's list is updated. New items on sale include 


the Attaché Case L, the Blacktail handgun, the Rifle (semi-auto), 





the Riot Gun, the Mine Thrower and scopes for the new weapons. 
Avoid purchasing the Broken 
Butterfly, because one is 


2 inside the 





provided fi 





tle, D 





ew tune-ups are 





available for the Handgun, 
Shotgun, Rifle, TMP, and all 


the new weapons. 
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as and refill 





















ack manne: 





y no longer hive me 
fatality move that chops Leon's or Ashle 





the ability to spit acid and separate from the host ho 


Time For A Full Upgrade! 


Sell all of your weapons and valuables, and purchase the 
Blacktail, Riot Gun and ‘semi-auto Rifle, These weapons 
can be upgraded well beyond ay set, and shold 
allov you to blast throweh" ‘ 
the if the game. 
Pe oe the 
Attaché Case L to 


allow to tote ally 


this stuff. 









MPEMENT AREA 


To 
Barracks 


‘Occurrence 


ihe nearby baled 
{Ashley up the 


a and take the 
im any s dropped by the 


(Continue into the round 


To 
Castle 
Entrance 


Although Ashley might die and end the mission abruptly, avoid 
the temptation to make her stay behind anywhere in this area. If 
Ashley is left alone and Leon proceeds to the next “section” of 
the battlements, cultists materialize out of nowhere and abduct 
her. If a cultist manages to carry Ashley to an exit door, the game 
ends just as well. Keep the girl with you until you reach the small 
supply building on the upper level. 


belatmeckanism somewhere™ 


re 
pull this thing’up. 





4) Waltthronghe 



















Sniping in the Quad 











Head west under the bridge. Stop at the east edge of the bridge and gaze through tha 





scope at the balcony high above. Pan left and shoot the red exploding barrel to do 





the catapult 





At the top of the stairs, stop and look to the right through a gap in the battlements 
the rifle to shoot the exploding barrel next to the catapult to the south, Move a lite 
farther up to the flat area and snipew 


with a brass helmet inside a small buildl 


of the helmet he wears, Shoot him inh 


chest. This Causes him to emerge from 





building, where you can shoot hin aig 


the kill 


A Relatively Safe Spot 


Quickly lead Ashley to safety inside the small building. Two cultists may follow 

















you in. Step just outside the small building to force the catapults to fire, killing the 
cultists. If that doesn’t work, stay inside the building and blast the duo as they try 


to enter and snatch your charge. 


Look through the north window 
that can be jumped through and 

snipe the exploding barrel next to 
the catapult directly to the north. This leaves only one catapult remaining in the ares 
to the northeast, Collect the items in the small building, including a Yellow Herb inthe 


red chest 


Raising the Cannon 





Press @ to command Ashley to wait inside the st 


fires, run around a large ring and into the relative safety of a small building, Aim the rifle out of the north window and snipe the gu 





firing the catapult to the north, There is no 
barrel visible from this location, so you must 
shoot the cultist. Kill him very quickly or 

successive catapult attacks may destroy the 


building in which Leon is taking refuge 





With all the catapults destroyed, you can now safely turn the crank and raise the cannon inthe 


ring-shaped area. Fire the cannon to destroy the castle gates, granting entry. Don't forget tot 





the from a chest located south of the small building, and visit the merchant just 


behind the destroyed gate 
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Occurrence 


Ammo 





To Battlements Area 









Pipstuirs with Ashley following, Additional cultists enter through the 





irs door after a few seconds. Stand west of the archway and shoot the 


js they reach the top of the stairs. Move to the top of the steps and 





Take out the 





fille to snipe the red cultist lingering near the entrance 


ue Plaga emerging from his neck as well. The cultist in red drops 


By worth 4500 Pesetas 





atthe P on the table and take the from the plaque 
Hpnorthwest corner, Replace it with the Platinum Sword, and then go 
downstairs and set the Golden 
Sword in the gold plaque. 

The upstairs exit is revealed 
Collect the other supplies 


and treasures in the barracks 





and exit 





CASTLE GATE 


To Audience Hall 


Occurrence 


Barred from Entrance 





The castle gate is unsurprisingly locked, so head west and open the door. Use the rifle to. 


blow the head off the guy a few feet away and then his PI if needed. The commotion 





should alert the enemies inside the building, Either back up and allow them to funnel 
through the doorway, or charge in and take them head on. One grenade tossed into the 


building ca some serious damage. Be careful not to stand near the exploding red 





1ses 








barrel outside the building since it may go off as well. 


Enter the room through the open rear 





door nd kill any cultists lingering 





inside. Move to the window at the front of 
the building and use the rifle to snipe the 


cultist with a crossbow positioned atop 





the adjacent battlements. Take a moment 


to scour the room for ammo and treasure. 
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Wider the archway and approach the corner cautiously. Two 


fjned here hold wooden riot shields. The shields are resistant to 





A crazy strategy for 


dealing with these two 





guys is to lead them back through the small room nearby, When they 





enter the room, lead them through the open back door, Run a few 
feet south of the exploding barrel and shoot it when the cultists are 


standing right beside it 


At this point, it’s a good idea to petfirn to the barracks and 
reenter the area. That way, if you don’t like how things go ina 
moment, you can retry without having to do the whole area over. 


The Castle Gate Key 





Enter the guardhouse and collect the items, including the on the shelves 
and the in the barrel. Open the red chest and take the 

then immediately turn back toward the door. Enemies rush the room at such speed 
that the exploding barrel near the door really doesn't help. The most useful strategy 
is to throw hand grenades or incendiaries toward both ramps, since the cultists try 


to approach Leon and Ashley from both sides. This tactic should greatly reduce the 





amount of damage taken. Return to the castle gate and use the te Key to 


unlock it. 








AUDIENCE HALL 


Occurrence Remark 


‘Hanidgun Ammo 
Shotgun Shells 
Green Herb 

Yellow Herb 
Incendiary Grenade 
Posetas (Box) 


Prison Key 





Proceed into the hall. Leon and Ashley 
encounter Ramon Sakzar and his creepy 
bodyguards. After the scene, ascend the 
steps and continue forward a few more 
paces until a wall rises in the archway 
Examine the wall to see a chimera-shaped 
indentation. Standing at the chimera wall, 
turn around and aim extremely high on the 
wall above the archway. Shoot the shiny 
object to obtain a 1. Smash the 


pots to obtain a and other items. 
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oe 
IL 


To Hall ol Wote, 


To Rail to the Annex 


(wall above) 





To Castle Gate 


Horses of Fire 





Use the typewriter if desired and head through the east door, Smash the barrels 
and pots and examine the chairs along the south wall to procure items, Check the 
portrait of Saddler to obtain worth 5000 pesetas, Continue east and 
smash two barrels at the corner to obtain a rb. Read the Capture Luig 
note on the wall. Head north toward the fire-breathing horse heads and tun) 


right, Examine the painting in the alcove to obtain the 


























ntrance and look through the archways on the right 

ells on the beam, Use the handgun or rifle to knock 
ihe beam to the ground below. Return to the greenish door near 

Fines fon the audience room and use the Prison Key to unlock it 


Ashley to stay put and descend the stairs 





Wallthrougte: 


the mom and collect the Shotgun Shells you shot off the beam as well as the near the north wall 


The switch to the right shuts off the fire-breathing horses in the corridor above. However, 


valk 


gh and open the cell door 





With cluws called a Garrador breaks free of captivity in the cell. The Garrador is blind, so as long as you 
instead of run, it should have 
some trouble finding you, Its 


Weak spot is the parasite on its 





back. Navigate slowly around 
the room and try to shoot the 
Garrador from behind with the 


shotgun or rifle 


Me bells to drive the Garrador berserk, causing it to lunge for the bell. This creates an opportunity to run up behind 


1. The Garrador drops 15,000 pesetas when killed, but keep in mind 





, from its cell, it’s possible just to walk quietly into the 





ying the creature is completely optional. Once it moves a 


Indthrow the switch to turn off the fire-breathing horses in the room above. Then you can leave the Garrador in the 


jel and flee, 


ond the Steeds 


the fire emissions of the horses allows a squad 





Piliists to enter the corridor. Rejoin Ashley quickly 
Hpumand her to follow you, Move east a few steps 


ise the gas lantern hanging from the ceiling to set the 






atthe corner and then proceed through the doorway 


¢ Try to shoot down a dy ossing cultist before 







ss to throw a stick, Two cultists with crossbows are 





With uxingthe rifle. \ last cultist usually remains 


beyond: where lie. 








HALL OF WATER 


ITEMS FOUND 


To Observation Hall 





Item Occurrence Remark 


Shotgun Shells 
Rifle Ammo 
Green Herb 


First Aid Spray _ 
Hand Grenade 
Incendiary Grenade 
Pesetas (Box) 

vet Blue 
Gold Bangle 


Assaulting the Aisles 





Enter prepared for all-out war, because this area has to be taken. Rush 





at the line 





forward immediately and toss a hand grenade or incendiary 
of cultists in the center t 
of the room before they 

break formation and try to 


surround you 


Collect what items you can 


from this attack, especially 





from any smashed pots 
in the center aisle, Lead 
Ashley to one of the lower corners of the room and toss grenades at 

clusters coming from both sides. A second wave of attackers pours from 


at the bottom of 





the two doors, and there are more cultists in the passage 


the stairs to the north. The cultist leader in red robes drops 


When the first section appears to 





be clear of enemies, smash the 


pots and jars around the area 





To Audience Hall 


and collect items. Descend the 


Stairs and take out the cultists 





positioned in front of the central 


doorway, Enter the room 


2 












grb on table and the on chair 





hv ol the yellow pressure pads with Ashley following j j 
Hey is sanding on the pad, command her to wait. Then go } / 
Gn the other pad i ‘ 
This action raises a ' 
crank out in the main \ Wallthronge = 
room. But do not be 
too hasty to leave. Stand at the back of the blue room and command Ashley j 
to stick close to you, Enemies charge through the door and drop out of the 
hole in the ceiling, Mow them down as they come, When the chanting sounds 
i 


subside a bit, it means all the enemies in the squad are dead. : 





m the crank; if enemies are still present, Leon can shoot them 






ley lowers the stairs. 





Ascend to the f 
mezzanine level. Smash ' Byte tees ¥§ 





the pots in the overlook PLeon'atsier: Quit 

points to the southeast 

and southwest to collect anda Then move 
north until Ashley points out a crank on the level above. Prepare for the next 


shooting event by smashing the clay pots on the northernmost rise to obtain 


and 








Raises the Platforms 





sither {resco to the far west or far east until the “piggyback” action 

e pigs 

pnserven. Lift Ashley up to the level above, and then run to the raised 
point and equip the sniper rifle. Snipe the ghouls that emanate from the side 


Bid try to grab Ashley. The better you are at keeping the cultists off Ashley, 





Me often she can turn the crank and raise the platforms in the water. 


Meanwhile, cultists rush at Leon on 


the ground as well, Switch to grenades 





or the shotgun as needed and blow 
them away. Ashley is a priority 
however, so if she cries out, switch 


back to the rifle and immediately kill 





any cultist trying to carry her off, even 





if enemies are still coming at Leon. 








When Ashley manages to raise both platforms, she runs to the nearest edge and calls 
for Leon. Quickly go catch her as she drops, and lead her north across the platforms 


to the exit 


OBSERVATION HALL 


ITEMS FOUND 


Handgun Ammo 
Shotgun Shells 


Green Herb 
Hand Grenade 
Posetas (Box) 





Beautiful Silence 





Finally, Leon and Ashley find an empty place to rest. Move to the 
center of the hall, turn south and look at the head of the upside- 
down goddess, Shoot the sparkly:thing out of her eye to obtain a 


Gollect the other items around the room, including the 








nade in the glass display case to the northeast. Use the 


typewriter and then head north up the narrow corridor where 








Ashley is abducted! 





The Shooting Gallery 


The merchant offers new tune-ups for the Handgun, Rifle, TMP, 





Punisher, Red9, the Rifle (semi-auto) and the Riot Gun. A blue door 
inscribed with golden guns is right next to the merchant. This door 


leads to the shooting galle 





1 special place where Leon can practice 


his gun skills and earn points. Prizes are awarded for earning more than 





3000 points, and by exhibiting skills such as shooting all of the targets, 





scoring more than 4000 points, ete, Instructions regarding T 





Practice are available on the clerk's desk. 1 





ice game type A 





get pra 


is available, enabling you to obtain the six bottle caps in the bottom 





row of the diorama, More target practice types become a ble as you 


enter other shooting galleries in later stages of the game. 


To Hall of Water 
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“Remark 


Green Herb pes H Waltthrough- 
Yellow Herb 


Incendiary Grenade 
sh Grenade 

Pesetas (Box) 

Spinel 

| Velvet Blue 

Novistador Eye _ 

“Butterfly Lamp 








Dungeon Critters 







Backtrack south in the corridor where 


Ashley disappeared and go through the 







wooden door to the dungeon area. Proceed 


around the corner and drop over the ledge 






Head up the corridor and ignore the creepy 






sounds on the left 





















At the corner, aim through the sniper rifle’s scope and zoom to the next corner. See the 





nating from thin air? That’s an invisible monster that you do not 





h ema 





wisps of cold bres 


wish to fight at close range. Aim for the breath to blow its head off. Novistadors sometimes. 





drop valuable Red Byes, Green Eyes and rare Blue Eyes. Pick these items up quickly 








before they disappear. 


Walk slowly into the next chamber 


SO as not to attract attention, Move 





quietly up to the north end of the pool and aim down at the water with the scopy 
Snipe the two Novistadors waiting quietly in the water. Then jump down and 
collect the in the pipe. Search the water to find a Blue and 


Climb the ladder and continue to the next room, 








Open the next door quietly and back 
up against the north wall, Aim up at the 

skylight and shoot the Novistador perehed 
the hole. The sound should draw another 
When 


Novistadors move, their eyes glow. Shoot 


monster into the room from the le! 





creature before it reaches Leon. 








¢ and turn the corner, Another invisible Novistador starts moving in, but you should be able to take 





‘or, Head back to the cells in the main area and kick down 





are of the enemies in this se 





¢ of it before it gets too close. That take: 





doors to obtain items. in the northeast cell should be of ticular interest 








Draining the Water _ 





Move through the destroyed cells and enter the control room, Smash the crates on the shelves to obtain items, and open the red box 


s of three different colors in the lamp, the value of this object increases 





to obtain a By setting three Novistador 
dramatically. Turn the red valve in the 
corner to drain the water out of the lower 


area south of the prison cells 


© OPERATE 
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fhe corner across from the door and inside the destroyed cells. Snipe 
$ne While standing in the control room doorway, then move to the 


wall, turn and try to snipe the other before it spots Leon 





As you head back to the 
main area of the prison, a Novistador breaks out of the cell across the 
way. Shoot it with the rifle before it reaches Leon. Another leaps out of 


the drained pool, and there’s not much to do except put your back in a 





corner and scan the floor, walls and ceiling for signs of movement 


Drop into the pool'and 
kick the gate down 
‘This triggers another 
Novistador to come at 


fewith the shotgun repeatedly, When all monsters are dead, go back 





irs and search the water near the drain to find a 





Ifyou love collecting’Now1stador Eyes, another insect man has 
ipypered near the entranc&, in the area where the wall is smashed in 
and the strange noises werd heard. 


‘of Pendulums 








upstairs into the last room of th 


Si tliree deadly pendulums swing back and 





Move between the pendulums carefully, 


g forward at the instant the blade passes 





dy in front of Leon. Jump the gap using the 


e timing as well 





at the end of the area and go through the door. Climb the ladder and smash 


anda Exit back to the upper level of the Observation Hall 








OBSERVATION HALL (BALCONY) 


Pesetas (Box) 


Spinel 
Velvet Blue 

Elegant Mask 
luminados Pendant 





Leon's Turn to Ambush Enemies 





A group of acolytes are now performing some kind of dark ritual on the 


around their necks, and the leader in 





lower level. All of them have jewels 


red wears a valuable Hluminados Pendant. The leader will spot you if you 





drop from the baleony or 
approach too closely to the 


edge. If the enemies are 





alerted to your presence, 
they try to escape and 
seal themselves in the 


north passage, behind 





metal doors. 


To take the group down, fire a rocket into the middle of the cluster. With 
the rocket launcher method, the cultists should drop all ten Spinels, plus 
1 sell these items for just enough 


the cult leaders’ pendant. Now you 





money to replace the rocket launcher you used 


edge. 





If no rocket launcher is available, move north toward the baleony’s 





Stop just a few steps from the edge and toss a Flash Grenade into the 
room below. While the entire group is stunned, drop to the level below 
and toss a hand or incendiary grenade in their midst. This will not be 
enough to kill the leader, who usually reveals a Plaga after the host body 


dies, Be sure not to let the leader get away, since he wears the most 


you should be able to make 





valuable piece. Using the grenade method, 





enemies drop up to four Spinels as well as the pendant 


To Hall of Water 
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ii down as many fleeing cultists as possible, climb the ladder back to the 
gn use the chandelier to swing across to the western balcony. Smash the 


and a few 





Use the north chandelier to swing back to the east balcony, Raise the switch on the 
Walkthrough 


wall to open the gates on the upper level. Move north and smash the display case 


Open the red box to obtain an 


Gohuint huis moved to the top of the stairs in the northwest corner of the 


ailable for the Handgun, Rifle, TMP, Punisher, Red9, and 








nerally, it is fine to sell all but two of the Novistador Eye gems 
ach color are needed to fit in the two Blind Butterfly Lamps 


¢. Go through the pink door when finished 





MS FOUND 
Item Occurrence Remark 


Handgun Ammo 
‘Shotgun Shells 





Pesetas (Box) 

Spinel 

Velvet = 
Raise Platform 
Red Enemy 


Observation 

























A Grueling Obstacle Course 








ke the Red Herb on the table and hi 





J upstairs, Collect the an Memo on 


the center table and the on the chair. Open the green door and use 





ome cultists may be able to run into 





the sniper rifle to kill everyone on the balcony. 


the side room, and that’s all right for now. Two cultists on the ground floor can be 





taken out by sniping them or by leading them toward one of the exploding barrels 


a short distance. Kill the masked cultist ath 





Enter the southwest room and ascend the st 





top of the stairs. Open the upstairs door and head left to find 








Chasing the Red Cultist 


Cross the balcony to the other corner, and notice the sealed door. You must jump over the ledge to the right. Only then will the cul 


lowing the leader in red to flee across the balcony. Rush through the doorway, go up the stairs and chase after him, 





open the door, 
the shotgun to knock down any cultists in 
your path, but stay on the tail of the man 
in red. Ignore the four boxes of Pe on 


nd 





as the 





the shelf as wel 


return to the balcony, 


As the leader attempts to flee across the 
balcony, try to snipe him with the rifle. If 


he makes it inside the southeast door, chase 





ou from following the main target. Run around this obs' 





after him. A shielded cultist tries to prevent j 


downstairs. Blast him with the shotgun and prevent him from reaching the center of the lower gallery floor 





If the cult leader manages to get to the center platform, he raises a powerful mounted 








machinegun t makes it virtually impossible to kill him without a rocket launcher. 


This ridiculous display of artillery is worth seeing, but death should come soon after that 





If you successfully prevent the leader in red from reaching the platform, he drops the 


120 
























i up to the west baleony, picking up any missed items 





Way. Use the Gallery Key to unlock the door and proceed into the 





Dom, Shoot the eye out of the moose head to obtain a and 


ie clay pots to obtain other items 





Fihe ventral panel to solve the puzzle in this room. Each portrait on 
Milswivels in place, revealing a second portrait on the backside. Arrange 


lis so six people are depicted dying 


Swivels the left 2 portraits. 
_ Swivels the left 3 portraits 
"Swivels the right 3 portraits. 

‘Swivels the right 2 portraits. 


Chapter 3-2 


Press. whith switch? Press which switch 
1 2034) Ok Quit 192-354) Ok Quit 
Push swith | Push switeh 2. , 


Press whith swt 
1 2°34 Ok Quit 


Shootout 








fie into the next room. Salazar has set 
ttrap for Leon. After the scene, turn 
Mis right and bolt through the rusty door. 


dhe enemies as they try to follow him up 





















Enemies then appear on the upper level. A couple should try to enter the stairwell in which Leon 
is hiding, The rest are crossbow snipers that basically stand their ground. Run in and out of the 


two stair doors to try and bait more enemies into coming in after you. 





When enemies stop trying to enter the stairwell, open the upstairs door. Standing in the doorwa’ 


take them out. Avoid moving around the upper 





shoot the gas lamps hung over sniper’s heads t 
level as much as 


ase of a team of cultists with rocket lund 





possible be 





hiding behind the big painting. Leon has a better change 





survival if he’s in the stairwell or on the ground floorwhe 


rand launch their rockets, 





these guys appe: 


Security Deactivation 





‘ound the 





When the arrows stop flying and the body parts hit the floor, move 





sit door on upper level 





room, smash jars and collect items. Press the switeh near e 


sotivate security system and raise central platform. The guys behind the 





tod 
painting pop out to try and use rocket launchers on Leon again. Run around the 


corner to avoid the blast or toss a flash grenade to stop the attack. 


Enter the south door, smash the pot at the eid 











7“ of the narrow chamber and press the switeh, 

P } 

. This action extends a walkway to the central 
platform in the main room. Wait for two ene 
outside to fire rocket launchers before exiting 

| PY od a ‘Then burst out of the room and shoot them 

1] Both enemies die from one shot . Oper th 
““ ; v 
i blue chest on the platform to obtain the Goal 


. Go through the exit to the nextal 


122 








TERNAL WALL AREA 


To Courtyard & Bedroom 






Handgun Ammo 
Tncendiary Grenade 
Pesetas (Box) 





{door locked 
from north side) 





pot to find 





the corridor to the room at the corner. Smash the 
no. The north door is locked and cannot be opened from 
Jontinue through the west door and aim at the fresco over the 


to knock it out to the ground. 






doorway. Shoot the glittering 





lin to pick off the three crows drinking the wat 






two Vel ores and all the coins the crows dropped. Examine the locked 


mn the nearby room to learn a clue on how to get inside the room later with 


ps help. 












COURTYARD & BEDROOM 


Occurrence _ Remark 


First Aid Spray 
Incendiary Grenade 
Spine! 

Velvet Blue 

Red Gem 

Mirror_ 

Moonstone (Left Hal) 





e.. &o fh. eax) a 


Where Demon Dogs Dwell... _ 


Head east down the stairs and across the balcony. Examine the bedroom doors to see the — | 
! 








shape of the indentation there. After a warning transmission from Salazar, continue east 


| 


and down into the hedge maze. 


Open the gates and smash the barrels on 
the left to obtain a Colmillos 
attack as you proceed under the bridge 

The area is filled with these abominations 
but they do not appear unless entering certain areas. Use the shotgun to kill lone 
Colmillos and incendiary grenades on packs. Head under the bridge behind the plato 


= - and smash the barrel to obtain a 





Killing in the Kennel 





Head south from the entrance and move inward to a closed gate. Beyond 





the gate, two Colmillos can be seen locked in a pen. Use the rifle to snipe one of them. The other 





breaks loose once its partner is dead, Blast through the gate with the shotgun until the hellish 


hound is dead. 
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dhegite and head east. Ignore the stairs on the left for the moment and 
bio the corner, Follow the spiral-shaped path inward to a red box containing 


Re ready for an ambush when taking the ammo. 





The First Moonstone Half 





Return to the stairs, ascend them and cross the bridge. Head left from 
the bottom of the stairs to a red box containing Then 
return to the base of the stairs and head northeast to the fountain 
where the is located. Equip incendiary 


grenades for the trip back. 





‘ea, Continue 
Joward the southwest corner of the area. At the corner, head 
Backtrack a few feet and take the zigzag 


ding north. ‘Take a few steps east and then head south to a red 


that fits into the Elegant Mask 





Head north from the Red Gem's 





location and follow the path 


a to find another 





under the bridge. Continue toward the northwest corner of the 


kennel with a Colmillos inside. Blast the dog in its cage, then head south to find a red 





box containing a Return to the kennel and head east. Ignore the gate 


for the moment and continue east to find a 













Second Moonstone _ endl 7 


fo the kennel and go back under the bridge. This time, go up the stairs and collect the Move 





he ent 





the east side of the platform and jump down to the ground below. Make a dash for 


‘room Encounter M 


the two puzzle pieces to create the Blue Moonstone and insert it into 





fo the bedroom and examine the door, Combi 





oor Einter the bedroom to encounter an old flame. Afterwards, collect the items around the bedroom and then enter the 
Where the merchant stands 
the 

the whle and open the 

pire behind the merchant to 
the f The merchant 
brand new tune-ups for the 


fail, Broken Butterfly, Riot 





gid Mine Thrower 









CHAPTER 3-3 


THE LAST SUPPER CORRIDOR 


To Courtyard & Bedroom 





ITEMS FOUND 


Occurrence 


Shotgun Shells 
Magnum Ammo 






To External Wall Area 


Elegance in Dining 





Head to the south corner and smash the clay pot to obtain Shotgun Shells, and read the 
clue inscribed on the wall to the left. There are three other clues in the room, indicating 


the order in which to shoot the food items on the painting nearby 


Brief Sojourn for Supplies 





Before doing anything else here, head down 
the south corridor and enter the next room, This is the chamber of the 
that was locked. Open the cabinets and smash the crates to obtain items. A crate onfh 


north wall contains a snake, so avoid it. Break the padlock on the south door if youll 





k to the Last Supper Corridor 





but then head ba 





Shooting Dinner 





aling a four- 





Ring the bell on the east counter. The painting at the end of the aisle flips over, rev 
course meal, Shoot the chicken, then the bread, then the desert, and finally the wine, in that 


exact order, At this point, the bars are removed from the nearby red room 
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ihe Hourglass from the central red box. Enter the shooting range where 


Bpine-soaked painting hangs and search behind the desk to find Magnum 








J Then exit via the door in the red room 


The first order of business is get out 


of the cage, which is easily accomplished by tossing a grenade toward one of 


the doors. When the padlock on a door is destroyed, kick it down and blow 


cultists out of your way as needed. 





abinet 





om 
gun Anam 
un Sholls 


Amino 


premade 
diary Grenade 


ot Launcher 


tas (BOX) 
el 


vet Blue 


Remark 















To 
Central 
Hall 


























Restricted Access 





Walk into the room quietly, trying not to be 
seen by the enemies on the floor below, Use 
the rifle to snipe them, as well as the enemy 
that patrols on the raised platform on the 
far side of the room. Smash the clay pot on 
the nearby table to obtain Rifle Ammo, then 
drop to the level below. Throw the switeh to 
raise a bridge connecting the two halves of 


the upper level 





from the north door. Note that Plagas emerging from cultists heads are now agile 





spitting, head-decapitating insect-like creatures. After the parasite is separated, 
from the host body, it scuttles across the floor toward Leon, Remember to takeg 


multiple parasites with Flash Grenades, 


After taking down the group near the entrance, head down the bridge. Another group with shields 


enters from the far door. Shoot the oil lantern above them to burn them up. 





in a window across the room. Take the Pesetas on the table and drop to the lel 


below, Smash open the clay pot on the corner to obtain a Velvet Blue. 





Break the glass on the display case and take the various items. If the Rocket Launcher 


do not discard items trying to cram it into Leon's case. 





does not fit into your inventor 





The merchant in the next passage sells the Attaché Case XL, which should provide 


enough room to tote the launcher 


‘To get out of the room, ascend the 


stairs near the display case and 








break the padlock on the door. Gross the platform you raised and proceed dow 
the corridor, Smash the pot on the table to obtain a Spinel, Enter the next room ‘ 
for a chilling scene c 
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BR 3-4 


TRAL HALL (MEZZANINE) 


To Rail to Dragon Room 


ns (Box) 


Memoriam... 

















ihe pots surrounding the mezzanine level 


lee! the various types of ammo and money 





ihe pot to the left of Saddler’s pe it to 
sets, Knock his picture aside to obtain 


orth 5000 pesetas. Smash the pot to 


ditto obtain a 


To —— To 
Exhibition “ Z Servant 
Corridor eS 4 L566 Quarters 1 





OPEN 


pers Mission 








fs point you should have noticed Ashley 


Mio the wall on the level below, Aim to 





de and carefully shoot the bands that hold 


ihe wall. Cultists enter the room and give 





Aim toward Ashley's position and take 






Mjeads off as they try to reaach her. Do not 
Mie cultists to carry her out of the room. 


game ends. 


gi the central platform and watch Ashley move toward the door. When she finds the exit locked, cultists flood the 


snipers that may be firing on 
your position. Meanwhile, shoot 
any cultists that grab Ashley, 
and take out all enemies. When 
clear, Ashley picks up the 


cultist’s key and exits the room 


SERVANT QUARTERS 1 


MS FOUND 


Red Herb 

Yellow Her 

Spinel 

VelvetBlue 
Pesetas (Box) 


To 
Servant 
Quarters 2 


Ashley's Adventure 





© The player must now control Ashley with the “classic” Resident Evil fixed camera, 


Move northwest and collect the by the table, Don’t miss the Yellow Herb inthe 


t corner, Use the typewriter if desired and then proceed into the next room, 





Prevent the enemy from attacking Ashley by grabbing the three lanterns around the 
room and throwing them at the cultist, or by crawling under tables where the cultist 

Cannot follow, A crank in the southeast corner can be turned to raise the bars block 
the archway into the next room, but this is unneces: 


Small hole between rooms in the southwest corner. 


\ vip mn 


» 
Ne 
















bom Full of Clues 


Open the 
fille southwest corner 


Sond room to obtain a 











Gremove the two sets of 





poking the next passage 


Head down the passage and take the . Open the door at the opposite 





corner. In the drawer of the desk near the entrance is a A isona 
table within. Open the bureau on the north wall to obtain Take the q 


document on the south bureau titled amine the painting and the 





wheel in the center of the room for clues. Return to the corridor and head south 





Heth 

q 
Blue 

3s (Box) 
Bangle 
Tablet 


vont Ornament 





Turn to Ashley's left 
and crawl under a 


table. Proceed to the 





end and press the 

switch to raise the 

nearby gate, Enter 

the middle section 

and examine the 

fireplace to find the 
Press the 

switch in this area to 


raise another gate 





Head into the 


bookshelf on the south wall to reveal a switch. Press this switch to open the final gate. Collect the 


Pesetas and Velvet Blue from the furniture near the exit before going into the next room 


r 





Mave the center tile up. 


ae 
ra 


“T 


PRae 


you opened 


nd collect the Green Herb from the table. Push 


4 


ae | 
ke 


Move the right center tile inward to the center. 


Pe 


Move the bottom center ile lett. — 


ights’ Puzzle 


Proceed down the dark corridor and collect the Spinel from the chair. Note the 
positions of the suits of armor in the hallway as you proceed to the 
end. Check the central pedestal in the dark room to find a sliding-tile puzzle, The 


puzzle can be solved by several methods, but outlined below is one solution that 


definitely works 


















Mave the jower right tile left. 


ca 





side the 


yom at the 


Move the top centertile right. 





L 


‘Move the lower left tile up. 





on 


Fass 








Move the right center tile down, 














—_— 


&. ~ x 
on cgnae nou, f ‘i te bottom center tile af, 





if 7 ’ ; 


Ley 


Yd c Poss} 
ie 





“Move tho right.cen 

























Bulving the stone tablet puzzle, enter the revealed room. Open the box by the 
i to collect a The cupboard in the southwest corner of the room 


ins 0 Taking the from the statue causes a secret 





io revolve, producing a blue box containing the 


nd then escape down the corridor. Press the dodge buttons with the right timing to avoid the Armaduras that 
attack Ashley in the corridor. In 
the room with the gates, quickly 
press the switeh to shut the 


nearest barrier and prevent the 





Armaduras from following, Yet 
another Armadura attacks as ; 


Ashley attempts to leave 





Bi back to the previous room and use the Salazar Family Insignia in the wheel. 


phe wheel to open a secret door in the wall. Climb the ladder and take the two 





of pesetas from the table and then head south, Follow the winding passage out 


ihe upper level of the Central Hall, where Leon awaits. 



















With Chapter 4, the action starts rolling along a 





a roller coaster’s pace. Merchants gradually allow weapons to be upgraded to the 





maximum levels, When certain guns are maxed out, special “Exclusive” upgrades become available allowing weapons to be improve 





incredible strength. Pour every peseta into weapon customization, because money is useless if not spent 


“ 
CHAPTER 4-1 


EXTERNAL WALL AREA Now That There Are Two,. 


Lead Ashley through the Exhibition and 
To Courtyard & Bedroom Last Supper Corridors. New enemies 


appear in both « 





‘eas, Head south in the 
Last Supper Corridor and go through the 
dons 


lic in wait here, so try to snipe them bel 


south mess hall. A couple of Noy 





Velvet Blue 
Gold Bangle 


proceeding into the room, 


Return to the External Wall Area, and 
2 Snake Gold Bars navigate northward to the room Leon ga 
not previously enter, Stand under the hig 


opening 1 





nd give Ashley a piggyback. Ait 
she unlocks the door, go insid 
the Elegant Perfume Bottle, the Gold 
Bangle and the Red Herb from the ches 








to the sides. The big box contains a Broh 
Butterfly magnum handgun, Now rewny 


{door locked from north. to the Central Hall and head north up th 





age, 





narrow pi 





To Gallery Area 
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Velvet Blue 


To Central Hall 





Separated by Machinery 





Proceed into the room, head to the right and collect the 
Handgun Ammo. Smash the clay pots on either side of the Chapter 4-i 
doorway opposite to obtain a Velvet Blue. Although an 

interesting railcar is parked at the bottom of the stairs, do not 


. Step on the square platform and ride the big 





board it just 





wheel device north. Leon must enter the next room alone 





DRAGON ROOM 


ITEMS FOUND 


Item Occurrence Remark 








Muminados Pendant 
| Gold Bars 





tion Ornament 


Fields of Fire 


Cultists piloting giant dragon machines slowly move the devices to Leon's 





position and cause the monstrous machines to intermittently breathe fire 
Quickly aim the rifle and snipe both dragon wranglers. Killing the machinists 
raises two red boxes in the area, containing Bars worth 5000 pesetas 


and an 








If sniping the dragon 
wranglers proved tricky, 
the strategy required for 
the next part could prove 
even more complex 
Continue north and jump 


sross the gap when the 





opening of the spinning 
circular cage passes by. 
Before leaping to the next 


platform, snipe the cultists 





aiting in the area beyond 


To Rail to Dragon Room 
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\ 


ard and collect the , then dash to the north end of the area. When the third dragon 


{hes stand in front of the heat shield to the right to prevent fire damage from the last dragon. Quickly turn and 
| Shipe the cultists 
Hfrom the tower below 


tion as soon as they 


Walkthrougte: 


When the cultists stop emerging from the tower, run to one 
corner of the northern platform. When the dragon turns to 
face that direction and starts to emit flame, sprint to the 
other end of the platform and snipe the dragon wrangler 


before he is able to turn the dragon to face Leon, 





Ashley. Board the railear and ride back to the audience hall 


near the castle's entrance. 








AUDIENCE HALL 


Hand Grenade = 
oan Gold Bars 
j— 


To Hall of Water 


To Rail to the Annex 


To Dragon 
Room Rail 


Where Salazar Stood 


Smash the clay pots near the boarding zone 













for P Sanda el. Unlock the door 







and reenter the audience hall. Approach the 


mural and set the Lion, Goat and Serpent 






pieces into the fresco to lower the wall 






In the room beyond the chimera fresco, 
head through the doorway to the left and 
addler 


up the stairs. Topple the portrait of 






to obtain d Bars, and smash the vase to 
obtain a Return to the lower 


level and go through the north door. 
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Tonner 
Gold Bag Meiaggrider 
(portrait) 








Wer the fence to the sides of the tramear and smash 


fo obtain the available items, Board the tramear 


annex. At the arrival point, 


Phone 


Chapter 4-1 


chaptent 


To Audience Hall 





ANNEX MAIN CORRIDOR 
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To Rail to 
Annex 


To Ballroom 








To Target Practice 


Occurrence Remark 


Yellow Herts 
Flash Grenade 
Pesetas (Box) 


Spinel 
Velvet Blue 





Toasting To Royalty 

Head north and pick up the Flash Grenade 
on the chair Continue north and SHOGH 
the shiny stonis set in the column to 


obtain two Spinels, a Velvet Blue and a 


Purple Gem for the mask. 


royalty busts at the end of the hall. 
must be set in the hands of the king and 
queen busts to unlock the exit to the next 


area. The two grails are located in two, 





areas to the east and west of the annex 


To Armor 
Suit Room 









Sample 
Retrieved 





appropriate roy 





entrance. The areas can be visited in any 
order, In the sections below, the west 

area is described first and the 
second. After surviving the trials in each: 
area, return here with the Queen's 
and the King’s Grail, and set them in the 


's hands. 


















Pnstead of shooting it; you might shoot the merchant by accident! 


Shunt offers new tune-ups for the shotgun, TMP, and the semi-auto 


Occurrence Remark 
ew, 
un Amin 2 
Amma 1 
Box) 1 
1 
1 
i Chessboard © 1 


n's Grail 1 








put Knights on 
our Pressure Pads 


Joplsog wie xauuy OL 










est of 





(Uescription details the area 





feannex entrance. Examine the locked 
prat the north end of the room to learn 
Wt open the portal. Lead Ashley onto 


of the four pressure pads, and then 





the two knight statues in the room 









Mo evo other pads. Finally, stand on the 








maining pad to open the door 




























Death from Above 


triggers 


the roof from des 








he old crushing ceiling 





ending. Collect the 





into the corridor, 





Crazy Cultist Drivers! 





Proceed through the stone corridor, and be sure to equip the sniper rifle before entering 





the room at the end. Leon is separated from Ashley by a gate, and a giant wrecking 





machine threatens to kill her. Quickly aim through the bars at the two drivers of the 





machine and kill them, Slaying the pilots opens the gate, but does not stop the machine. 


Back up so that Ashley can get into the room 


nd barrels to collect various 





k opem’erates 





items and treasures, The is stored 





corner to find the valuable Eleg 


Break the padlock on the door and exit the area 





ARMOR SUIT ROOM 


ITEMS FOUND 





Don't You Hate When Armor Attacks? 


This description details the area east of the annex 





entrance, Proceed to the corner and take the 
set on the base of the lion statue, Command 


Ashley to wait, then walk down the corridor, Press the 





dodge buttons to escape th es of the Armadu 





that suddenly 


attack from 





To Annex Main Corridor 


either side, This 
little exercise in 


terror happens 





twice. 
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il Ashley to stay put as you enter the next room. Collect the in 
in northeast corner. Equip hand 


Jfavailable or the shotgun if not, and take the on the center 





Be uml criggers the appearances of three Armaduras, As they approach, back up to one corner of the room and allow 





Pio Advance, Just before there is no room to get out, slip between them, spin around and toss a grenade into the cluster 


at this point 





Apmaduras to kneel in pain and then rise, and toss another. The Plaga in each suit should appes 
Toss a flash grenade to kill them 
all simultaneously. Accomplish 
this with full health, and each 
enemy should drop supplies. The 
second three Armaduras each 


drop a box of ! 





LLROOM 


FOUND 


“a 


ps 


Remark 


dom 

vdgun Amano 

itgun Ammo 

(Herb 

setas (Box) 

‘ha 

on Eye 4 Enemy x9 
3 Enemy x9 


1 Enemy x9 
ory Lamp 1 


nr 


s0u9pg 4M04 49019 OL, 









fotthe pots to either side to claim items, just 


greful of a snake planted in one. Proceed down 





‘To Annex Main Corridor 
















Reaching the double doors, turn right and 
jump through the smashed window to the 
balcony outside. Collect the at 
the corner, and climb the ladder, Follow the 


circular ledge to the end, where another 





is located inside a red box. 
Drop from the ledge into the ballroom, and 


then catch Ashley 


Home Is Where the Hive Is 








The Novistador hive is in the center ofthe 


room. Shooting the hive down causes the 






Bye gems listed in the table above to appa 





in the central area, Novistador enemies 






encountered in thi 





1 may drop adlditi 


Green, Red and Blue Eyes. Unfortunately, 





Ashley won't be around to share 






When a swarm of Novistadors appears, run through the 


south door and allow the enemies to funnel into the corridor, 





where you should be able to blast them easily with a 
shotgun, Reenter the room, throw the lever to try and lower 
the drawbridge, and then shoot the mountings of the chains 


that strain to hold the platform up. Exit the annex. 
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OCK TOWER EXTERIOR 












MNT 


Clock Tower I 
MH 


Anterior 








To Watchman’s Hallway 


HUM 
















(enemy) 









Tune-Up to Take the Tower 





The merchant offers new tune-ups for the Handgun, Rifle, 
Punisher, Red9, Blacktail, Broken Butterfly, Riot Gun and 
the Mine Thrower. Use the typewriter if desired and collect 
the on the chair, Smash the barrels to 
obtain a 

To Ballroom and shoot the torch 
at the top of the stairs 


to obtain a hidden 








toward the tower before the catapults firing from the right slow Leon down, 





(ve west and quickly ascend the stairs. Take out the cultists on the balcony 
hind the tower. Then navigate to the front of the building and smash the 


ly. Whether you 





ils for items, if the catapults haven't done the job alrea 





pe tie eatapuilt operators is up to you, because you ean slip around to the east 


eof the tower and easily get inside. 


CLOCK TOWER INTERIOR 


ITEMS FOUND 






Occurrence Remark 


Clogs in the Cogs 


Take a step toward the balcony rail and aim upward. A wooden 
block is wedged into the clock tower gears. Shoot it to clear 
the mechanism, Aim even higher up to spot another, Move to 
the right and climb the ladder to the level above. Head to the 
southeast corner and shoot the erate to obtain a random item. 
Move around the balcony to the other sidé of the blockage to 


find Handgun Ammo. Climb up to the next level. 


Meon 


Navigate around the balcony and up the steps to a table. 
Collect the Green Herb and the Ritual Preparation file 
Approach the lever at the end of the balcony, look to the 


right and shoot the final block of wood out of the mechanism. 


Throw the lever to rotate the bridge outside the tower. 











PGE Tse 


To Clock Tower 
(bottom level) 





those throwing dynamite, 


and then contend with those 





climbing up the ladders in 





pursuit of Leon 


Drop back down to the bottom level and shoot the sniper that likes to 
hide near a couple of erates. Destroy the crates to obtain a 


Navigate around the bottom level to the exit 






A Bridge Too Far 


Exit the tower and take out the group of shield- 


bearing zealots 'that ar 





approaching, Bstimate 
where their heads are behind the shields, and use 


the sniper rifle to kill them in one shot 





Proceed onto the bridge until a much larger group emerges, both in front and behind 
Leon. Turn around and head back toward the elock tower, blasting the enemies out of 
shotgun. Make your stand at the clock tower doors, and toss g} enades at 


the way with a 





the group erossing over the bridge. When Plagas emerge from cultists’ necks, toss flash 





, tends 





grenades to take out seve at once. The leader, wearing the goat mas 





I parasite: 


to hang back near the entrance of the anti-castle. Kill him to obtain a 





oo 





WATCHMAN’S HALLWAY 














To Castellan's 


To Clock Tower Exterior Room 





! 
ITEMS FOUND Double Garradors! 


Item Occurrence 





survival 





extremely tough ay away from the 
Simao I F Garradors and snipe them 
(Green Herb 

First Aid Spray 
Incendiary Grenade 


= — from a distance, the cultists 
constantly approach too 


close and require you to 





make noise, alerting the 


Garradors. 





Fortunately, there are two simple words that allow you to get through this room wif 





your sanity intact; rocket launcher. Stand just inside the entrance and aim amis 





the door between the two Garradors positioned at the back of the room, The 





explosion scorehes the Pla 





as on both their backs, killing them both instantly, Now 


only the cultists remain, and you are free to shoot without fear of alerting the blinds 


Without a rocket launcher to help, use the 


sniper rifle to take out the two cultists on 





the midlevel. Allow the Garradors to charge 





toward Leon and stab their claws into the entry doors, Throw grenades to damage the Garradors 





and take out the second wave of cultists, Shoot the bells in order to drive the Garradors to the 





sides of the room, where their parasites can easily be targeted. 


Salazar Cornered 





The east passage of the room opens when the two Garradors die. Killing the cultist in the m 





who hangs out in the side corridor nets a Firs’ When the first three cultists die, 


another four emerge from secret doors near the entrance. Have fun. 
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n items, and collect the ammo 





i¢ pots in the room to obte 


fd the area, In the corridor beyond the initial room, two 





G alfixed to knightly busts. 


Enter the next room 





Whimsical Salazar drops Leon 





into a deadly pit, Press the 





dodge buttons on cue to 


Leon's life. 





RAITOR’S PIT 


IS FOUND 


To Abandoned 
Irrigation Station 


Herb, 
ot Blue 


n 





| pit where 














ants that no 





file master does away with sei 


Fault his whimsy, including cultists who try 





from him. Examine the body impaled on 
Bike near the waterfall to obtain a Velvet 
Adead cultist slumped against the back wall 
the Crown. Iwo other pieces fit into this 


filo increase the overall value so do not sell it 








The merchant now sells the fast firing Striker, which is less powerful at long range than 


other shotguns but more powerful up close. We highly recommend you upgrade to this 


awesome weapon if funding allows 











Hunted from the Shadows 


Wading Upstream 


Climb the ladder head up the corridor 
Check the first drain on the left for a Velvet 
Blue, and take the Handgun Ammo at the next corner. Continue up the tunnel and take 


Spinel from another drain on the left 





Proceed down the tunnel and follow the first branch on 





the right. Examine the liquid nitrogen container just 
inside the door, and collect the Handgun Ammo and First 
Aid Spray on the desk. The elevator at the back of the 
room cannot be called to this level because the power 

is out, You must 
restore the power 
to call the elevator 


and escape 


Upon leaving the 


room, you may 








need to dodge a tail attack by the “executione 
sent after Leon. Quickly make your way to the north 
room, and stay 
ready to crouch 
or dodge at an 


instant’s notice. 
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firing than the standard sbotku 









Elevator Power 
Switch 


Liquid Nitrogen Tank 


Liquid Nitrogen Tank 


Liquid Nitrogen Tank 


Liquid Nitrogon Tank 


~ 
Elevator to 
EST ive Entrance 


To Traitor's Pit 


1 and collect the Shotgun Shells on the console 


Holeft around the fenced are 


) find a Green Herb. Then follow the back wall of the room to the 


nd throw the switch to restart the power. The 


imiinutes 


Head back toward the closed entrance and press the button. The shutter takes some 
time to open as well. Until then, you must survive a difficult battle against Salazar's 
vicious bodyguard 


«vt belo down for 
+ hope istemporary 













rocket 





. entire steategy assumes that you do not have 


mple matter, Press 





cher, Wiieh makes the battle a very 





dodge buttons to to survive the Verdugo’s initial attacks, 


y to the back of the power room and stand 








make your Ww 
to the liquid nitrogen tank. When the Verdugo approaches, 
© to knock over the tank. While the creature is frozen 
shivering. damage done to the monster is tripled. Use the 
jyueher at this point to shatter it into a hundred shards 





Chapter 4-1 


shout a rocket launcher, blast Verdugo with the shotgun or shoot several mines into it with the mine 





nflicted on the creature, it shrugs off its 





y. When a certain amount of damage is 





yweeand run aw 
ting and returns to full speed and strength. Soon after infli 





6 so much damage to it, the shutter room 





yshouldopen and — ~. - as 
can dash down 4 y f ed. 
worridor, Be ready . 
dodge up to three ” ’ - 4 
jn, tail attacks in a 
on your way to 9 M 
next attack point. 4 





Run to the next liquid nitrogen canister in the corridor and wait for Verdugo to apy h. Knock the cannister oyer to 


e the beast and attack it, then run away. Continue south and then west into a small room whe AP Ammo is 


‘ed. Use the liquid nitrogen tank in t inst the monster, and then head back to the room where the eye 


awaited clevator is expected to >, Use the last li i n tank against it, and then either board the 
and flee, or stay and finish the 
monster, Continue blasting it 
with a shotgun and throwing 
nades, and press the action 
buttons to dodge its attacks 
when possible. Sticking around 
to execute the executioner has 
its advantages, since the monst 


drops the Grown Jewel. 





CHAPTER 4-2 


MINE ENTRANCE 


ITEMS FOUND 





Occurrence Remark 


Luis‘ Memo 2 





To Target Practice 





Gear Up at the Depot 


Step off the elevator and collect the Green Herb at the corner of 
the platform, Smash the three barrels at the bottom of the stairs to 
obtain Rifle Ammo, a Hand Grenade and a Spinel. More Handgun 
Ammo lies by the 
typewriter, and Luis’ 
Memo 2 waits to be 

read near the exit x 


Enter the shooting 


Elevator To Abandoned 
Irrigation Station 


gallery if desired to 


play Target Practice 





game types A, B, or ( 


iL MINE AREA 


Trolley Control 


Dynamite (move trolley) 





To Blast Furnace 


Circuit Breaker Switch 


Gold Bars 


ITEMS FOUND 


Item Occurrence _ Remark 


Handgun Amino 
Shotgun Shells 
Green Herb is 
Flash Grenade =~ 
Pesetas (Bo: 

Velvet Blue 





To Mine Entrance 


fo the Mine 





by the tunnel and kill the two villagers standing idle in the cave 
nine the first coal cart on the right to obtain a Smash 
parrols to obtain and Read the warning 


he nearby board, and proceed down the passage 






Walkthrough: 


chatter 


Chapter 4-2 


Maintain the High Ground 


Snipe as many of the villagers as you e: 















re to, then drop to the level below, A few more enemies 





should prove easier 





drop to the ground with you. However, with improved weapons, the villa 


than ever to kill, Collect the items and pesetas scattered around the area 





Boulder Blasting 








A massive boulder blocks the path to the exit, Pull the lever in the northwest corner of the 


to move the trolley, Before the trolley is fully lowered to the ground floor, the cireuit breaker 





shorts out. Take the : lying in the mine cart near the lever, then head toward the 


cireuit breaker on the upper level and flip it back on 





Defeat the angry group of villagers now 


coming down the entrance tunnel and a 








chainsaw maniac positioned near the trolley 





lever, The chainsaw man drops 10, 


$ upon dying 


When the coast is clear, pull the northwest 
lever a second time to lower the trolley to 
the bottom level. Take the from the cart and place it upon the boulder blocking the path. Be sure to move back, or Leong 


die from the blast. Kill the two villagers standing near the exit and head into the next room 


BLAST FURNACE 


ITEMS FOUND 


Trap Door Switch 
lash Grenade 
Incendiary Grenade 








Magma Battle 


Search along the walls of this fiery chamber and 





collect the ammo and Firs p located in the 
Scatfold/Pulley 





south half or the room, Then approach the massive 


doors, Not one, but @wo Gigantes storm into the room! 





During the battle, smash the barrels beyond the big 
doors if needed 


to obtain an 


i fe and 
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LOS DOS GIGANTES 


Consider the reward 
options before choosing 
a strategy in this intense 








battle. Each Gigante i 
worth 15,000 peseta 


but you must kill them ¥ 


the old fashioned way by ~ . 





shooting them and then 





hing onto their backs to cut the parasite. If you dump one 
jon info the magma with the central trap door, the potential 
ind deops by half. However, fighting two giants at once is 


hably more trouble than the double reward is worth. 


ichover option you 
ose, Separate Leon from 





Gigantes by climbing the ¢ 

(iold on the east side of the 4 
yy, Wait until the Gigantes 4 
vouch and begin to strike <a 
scaffold. Before they shake hh 


off the platform, grab 

yineh and swing down to the floor, Leon lands directly in front of the lever that opens the trap door in 
vente Press @ to grab the lever. Leon looks over his shoulder as the Gigantes approach, One of them is 
right over the trap door. If you 











wt enough to always ayoid the trap door, but the darker skinned one walks 
not interested in doubling the reward, pull the lever to open the trap door and drop one of the Gigantes in 
imgumt, Be sure to stay clear of the pi 








a moment later. Other" 





edge until the door close: e, the dying 


ante leaps out and drags Leon to a fiery death, 





Eons 
yiele , 
. ' 
a @% Use the winch to escape from the monsters even if you don’t wish to 
use the magma pit trap. As the monsters turn and close in, shoot them 
a to weaken the monsters and force them to reveal their parasites. Avoid 
> Se climbing onto a Gigante while the other is present, or the second 





creature may snatch Leon off the top of the target Gigante. When one 





Gigante bows, toss a flash grenade to stun the other and then go after 
the exposed Plaga. When this attack is done, climb the seaffold and 
ide of the chamber again. Repeat the entire 
ante is killed, 


slide down to the other 








until one and then the other Gi 





proce: 





ABYSS 


ITEMS FOUND 


Item Occurrence 


To Blast Furnace ‘ 


Shotgun Shells 
TMP Ammo 


pGreen Herb, 





Light Switeh 1 


From the Bottom Up 





Novistadors hover over the pit in the open 


area. Snipe them out of the air with the 





rifle, or fire a warning shot to bait them 


into flying over solid land, Then you 







have an opportunity to score one of the Line 
Novistadors’ Eye jewels, In this cave only, 
Novistadors also drop a variety of ammo 
and recovery items, and they do not turn 
invisible. Once you have the enemies’ 
attention, stand in the narrow tunnel and 


wait for a dozen or more Novistadors to 





come after Leon 





The Two Light Rays 





Grab the Green Herb in the corner and read the pedestal inscription regarding “two lights.” Continue up the path, collecting a Flash: 
Grenade and Shotgun Shells. Enter the nearby 


in the main cavern, Naturally this drives 


ve to the west and collect another Green Herb. Press the switch to emit a ray of light 





almost a dozen Novistadors into the litte 
cave you hide in, Blase them as they attempt 


to funnel in. 
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Bide cave and head north, then east 
TM atthe corner. Make your 
High cave on the east wall, and take 
mo outside the entrance. Blast 


round in the 





Exit 


The south exit opens, and another swarm of Novistadors appears. 


Fighting for the 





Sprint for the exit, or stay in the side cave and blast the Novistadors as 


r 


they attempt to intrude 


Another swarm flies 


out of their hive as 





you head toward the 


exit. Quickly press the 





n the revealed door, move a few steps into the cave and turn around 


Yown your enemies. Or, avoid combat and continue fleeing into the 


Pounding Stones 








Giant stones mechanically rise and smash into the ground. If Leon is 





caught under a falling stone he’s going to feel a lot worse about life 





Wait until each stone slams into the ground, then run forward and 


underneath as the rock rises. Climb over the rises and quickly drop 





over the next ledge before the stone 


At the midpoint of 


the passage, throw 





ond of three stones. Run 





Biich on the left. The lever deactivates the se 
inthe first stone and stop in the pool of light. Wait for the last stone to 


Mien cross under it as it rises. 





Outta Here! 


‘Take the from the pedestal and combine 


with the Crown and Crown Jewel to form a very valuable 





treasure. Examine the sarcophagus to raise the plat 





the surface world 











CHAPTER 4-3 


ANCIENT RUINS 


Liftto, l 
Abyss 


To Mine Cart Room 









Lotter from Ada 





Message from the Mistress 


Smash the barrels to the left of the merchant's shack to 
obtain a and F no. Examine the 
paper posted on the merchant’s doorway to read a 


a. The 





merchant offe 





tune-ups for e 





7 


weapon except the 
Riot Gun and Mine 


Thrower, 





Villager Bonfire 





Continue east to lone a tree. Use the snip 
rifle to take out the large group of villagen 
within the ruins. If ammo i 
key tactical points in the ruins where Leg 
can climb ladders to escape from clawing 


hands and blast enemies from above, 





The Hidden Mine 


Search the ruins for boxes of pesetas lying around as well as other items. The door at the 





sacrifice.” South of the exit is a dilapidated 





cast end of the area is locked and requires 4 





ash the 





wooden structure, Hop through the open window behind the building and sr 


barrel on the left for a Turn the crank to open the pit cover, and climb down. 


ROTATE 
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Occurrence Remark 


Walkthrogghe= 


Hand Grenade 
Pesetas 

Spinel 

Velvet Blue 
Key to the Mine 
Staff of Royalty 









To Mine Cart Room 








vering through the maze 


yom, proceed cautiously 


Open the sarcophagus in the lower chamber under 
the entrance to obtain the valuable Staff of 
Royalty. This is also a good place to make enemies 
funnelinto a tight formation where they can be 
cast lippleked off. 











Slaughterhouse Guards 








d the cb 





By now you undoubtedly not 1saw maniac spinning in circles in the room above. 





aw guy is in the room downstairs. Entering the upstairs or downstairs room trigs 





second chain: 
the appearance of a mob of villagers. For strategy’s sake, open the downstairs door quietly, Snipe 
the chainsaw man standing idly a few feet away with the rifle. This probably will not kill him, but 


should weaken him considerably 





Equip the shotgun and quickly blast a path 


up the interior stairs, Rep 





edly topple 
the ladder outside the structure to prevent 
villagers from entering, and blast enemies: 


trying to come up the steps 





If the heat gets too hot in the upstairs room, leap out of a window. The villagers will follow, and 








the chainsaw men will not. Blast the villagers as they exit the enclosed area, then return inside 





and take down the chainsaw guys for 10,000 Pesetas apiece. Toss grenades liberally to stun or 


destroy enemy clusters. 


The Mine Key 


Sn 





sh the crates and barrels in the 





two-story enclosure to obtain items 
and pesetas. Take the Key to the 
Mine from the upstairs pedestal, 


you earned it! Taking the key 





triggers the appearance of more 


's. Do not collect the item 





villag 


while other enemies still linger, Use 





the Key to the Mine to open the 


east door and follow the tunnel 


Ancient Trap 





Enter the room with the spiky ceiling and proceed inward a few steps. When the ceiling 
strts to descend, quickly use a flash grenade to eliminate Las Plagas, Shoot the four 
gems in the ceiling to stop the spikes’ descent. Open the sarcophagus to obtain three 
boxes of Pesetas and search the rubble to left of the exit for hidden Handgun Ammo, 


Continue into the next room and down the ramp. 
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Anno 
swells 













of Sacrifice 
To Underground Ruins Entrance 


a | (x fallen enemies) 





galt the barrels near the entrance for 
siguh Shells and Pesetas. Collect the 


and board the mine cart. Hop 








{ up to the front, and use 





fille o snipe the villagers standing on 
f platforms just inside the tunnel ahead. 


p10 the middle car, shoot the lever 





fide. Villagers attempt to jump into the 


fe cart as it rolls forward on the rails. 


Bshotgun before they have a chance to 


the transport 


Walkthrougte 























At certain points along the route, Leon is in danger of hitting his head on a board spanning the 


tunnel, Shoot the board, or press the action buttons with good reflexes to crouch under it 


Derailed 


‘The villagers throw a switch to stop the train between nwo platforms, One of the attackers is a chainsaw maniac, who drops 10,000 








Pesetas when killed. If you happen to be in position, quickly grab the Handgun Ammo to the right of the rear cart and the Shotgut 





Shells to the right of the front cart. Then shoot the lever at the front of the train to get the mine cart back on track, Use the shotgun 
to blast the villagers and chainsaw maniae 


illegally boarding your train 


The mine cart rolls through 





jew more 





passenger boarding points, and more boa 





spanning the tunnel threaten to decapitite 


Leon. When the tre 





11 reaches a sharp spinil 
descent, it becomes impossible to jump 
from one cart to another, Face forward and 


prepare to press the two action buttons 





displayed onscreen when the cart drops 

into a chasm, With the right timing, Leon 
leaps across the gap. Press the action huttoml 
displayed rapidly to make convince Leon ti 


climb onto the platform. 





A Suitable Sacrifice 


Open the door and enter the 





chamber. Search the rubble to 
the left of the door to find small 
amounts of Pesetas, placed here 
in connection with the number of 
enemies killed before they could 
board the train. Collect the Stone of Sacrifice from the central pedestal to re 


a secret tunnel. Enter the tunnel and climb the ladder, 


Back in the ancient ruins, use th 
Stone of Sacrifice to open the ep 


door. Board the lift and operate 
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dyun Amuro 


Ano 


fipassage and to the right, Leon 







ho boxes of Handgun Ar 


fsage and descend the stairs 


Wistnce for a better view 


exit and set Robo-Salazar in 







i, The statue's left hand begins 
ing up and down like an elevator 


on the three western levels. 






Platform Switch 1 


Elevator to 
Ancient Ruins 


Ascend the west stairs and aim 
upward to shoot enemies on 
the platforms overhead, Let 
your bullets topple them from 


ledges. Head to the closed east 





gate and give the cultist in red 


a blast or two. Just be sure 





not to kill him, so that you can 


claim what he drops later 


To Tower 








Platform Switch 2 








Rising in Level 

























’s left hand 





Return to the west side of the room and climb the ladder. Jump onto Robo-Sakaza 
Allow the hand to raise you to the third level. Blast enemies off of the third level platforms, and 
then jump across 


Smash the pots at the back of the third level to obtain a Throw the lever to re-raise one pf 


the platforms in the center aisle of the room. New cultists appear on the east side of the room. 


Switching Hands 


Jump to the center platform and operate 








MA 
g 


Salazar starts moving its © 





the switch, Robo- 
right hand, If for some reason you should 


miss the left hand when leaping toward it, return to the second level of the west 





side and shoot the central lever to change hands 


Ride the right hand to the third 





level and break the clay pot to 
obtain P Follow the narrow platform behind the statue. Move the lever on Robo- 
Salazar’s back, Now both hands move. The upturned palms also come together at the top 


so that the third floor can be crossed more easily 





Completing the Path 





Ride the right hand to the second level on 
the cast side, Smash the pot to obtain a 


Velv We, and finish off the lone zealot 





in red for ars worth 5000 pesetas 
Smash the pot on the lowest east level 

for 1 . and move the nearby 
lever to open the gate and raise the second 
platform to the north. A final enemy set 
appears, Take them out 





The Revenge of Robo-Salazar! 


Equip the shotgun, then head north up the center aisle. Robo-Salazar comes to life and threatg 


to stomp Leon. Press @ rapidly to sprint. Press @ to dodge a column falling from the left a 





™ to dodge one from the right. Press both buttons to dodge two columns. 





Reaching the end of 
the path, quickly blast the padlock off the door and kick it 
open. As the chase continues on the bridge outside, tap @ 


rapidly to sprint and press the two buttons displayed to jump 





when Robo-Salazar falls, taking out the bridge. Press @ 





rapidly to climb up onto the platform and enter the tower. 
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i 
PN 


To Tower Apex 1 






Occurrence Remark 


Any, 


jun Shells 


fF i-|=|s |=} 


1 id Spray 
diary Granade 


vot Blue 









fazars Last Escape 

the terse confrontation between Leon and 
in the tower, press the dodge buttons to 
the bodyguard’s attack, Salazar rides the 

for, but Leon has no such luck. He has to 

Ip the stairs and deal with numerous enemies in 
Search the left side of the room to find 


anda hidden behind 


To Cathedral 





Burning Barrels 



























Ascend the stairs until enemies begin rolling barrels down the stairs. Damage from the 
barrels is severe, especially if a burning barrel explodes near Leon. Wait until a barrel 
crashes, and then quickly run up the stairs. Evade the next barrel by following the 


suspended scaffold to the left 


Leon's Turn to Roll _ 








Gross the wooden platforms and slay the cultists dropping from above. Climb the ladder to the level above. Leon finds himself righ fey 


to the mechanism that issues the barrels. On this cue, a group of cultists enters the tower via the bottom door. Pull the switch on the 





column repeatedly to roll barrels down the 





stairs, When enemies stop screaming and 
groaning, descend to the bottom level and 
kill the leader near the entrance to obtaing 


cool 








Capacity Load 








Follow the spiral stairs back to the top of the tower and take the from 
atop the crate blocking the path. Then return to the level below and board the lift 
A cultist sniper may be standing on a platform above and behind the lift, and you 
should take his head off with the rifle before boarding. Smash the barrels behind 


the lift to obtain and an 


The weight capacity of the lift is extremely 
wit it ia] we low, and it will not rise with all of the 
emi objects on it, Smash the barrels on the lift 
il and push the two large cargo boxes over 

ul the sides, Then press the switch on the 


panel to begin the slow ascent 





As Leon rides the lift, acolytes drop onto 
the platform, Exceeding the capacity, the 
lift stops. Blast the enemies off of the lift to 
continue rising. Meanwhile, sniper archers 
positioned on the surrounding ledges and 
balconies make life hard, Shoot them to 


knock thém from their perches 


Tower Top | 





When the lift is finally allowed to reach the top, follow the path around the exterior of the toner 
Smash the barrels to obtain ammo. Collect the on the floor at the last corner, and they 


y 
aE 


f F drop from the side of the platform to find a red chest in a cubby-hole containing a Gold Bangle, 


ONIUMP DOWN § Climb back out of the hole and board the small lift. Ride it to the level above: 
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and 


We Red9, if you still own that old thing. Purchase 
Jjuncher if you want the upcoming battle to end 
Wy Iffunds are insufficient, at least try to upgrade the 


Gr ofa rifle for grenter damage per shot 


OWER APEX 


Ty a 
wtgun Shells 
jreon Herb 
5 Aid Spray 
Flash Grenade __ 
scondiary Grenade 


sta. 





Neon's advance, and oh what a show he 







pits on! Both Salazar and his creepy 
hodyguard are enveloped within some kind 
Plant parasite organism, mutating into a 


Multi-limbed monster 








900 OL 


50,000 Pesetas 
(Salazar Boss) 





Wallthrouge == 


Chapter 4-4 




































Leon faces danger from the central head as well as the two 





tentacles to either side. The tentacles can be damaged ju 
enough to make them withdraw into the wall. However, 


tral 





shooting both tentacles triggers an attack by the 
head, If this attack is 
Therefore, shoot only one of the tentacles until it withdraws 


into the wall, and Qmeracs r . 
ts Fas 


stick to that side of 





successful, Leon dies instantly, 








pe 





the room so that 





ze to 





you are fh 
attack the central 
head. 





Fight the monster by shooting the large red eye on the center head with a shotgun or the TMP. When the red eye takes 


cnough damage, Salazar emerges from his cocoon. Shoot him with the rocket launcher to Gnd the battle. If you don't 





have a rocket launcher, shoot him with = 





the rifle until the tentacles block your 
view. Repeat the entire strategy thus far 
to defeat the Salazar monster. Attacking 
Salazar himself is the only way to 
damage the monster, and everything 
else serves only to weaken the creature 





enough to reveal the master. 


Eyen if one of the side tentacles 





is left active, the central head may ope 
and attack. However, it is easier to avoid the attack when 
one of the tentacles still whips around. Run left or right to ayoid the 





wide it jay 


impending attack of the center head. Run toward a clear zone, meaning 
someplace where a tentacle has been made to withdraw. 


If a tentacle hits Leon, 
he is knocked into the 
pit full of Plaga below. 
Toss a flash grenade to 
kill all the Plaga, and then quickly run to a ladder and climb out of the 
pit before more Plaga are birthed. Barrels spread all over the pit that can a , 





be broken for ammo and supplies if needed, but staying in the pit for any * te 





amount of time with all the spawning Plaga is quite a bit of ha 


ay 


When the battle is done, drop into the pit and cross to the eastern 
platform. Collect the 50,000 Pesetas Salazar drops as well as the remaining items in the room. Proceed through the eas, 
door to the next area, 

















To Tower Apex 


& 


Pesetas 


in Amino, 









Fie barrels as you move through the a 
Fouitious of a snake attack. Climb down the 


Mo the level’ below, then ride the lift down to 


inderground dock. 


Random 


© CLIMB DOWN 





ge to encounter a merchant. The 


prow offers new tune-ups for the Shotgun 





Red9, Blacktail, Riot Gun, Mine 





rand Striker. Weapons like the Blacktail 





wt which point an elusive” upgrade can 





hased to take the weapon beyond normal 





& When finished with the weapon dealer, 
F 

hopen the south door and proceed down the 

ind Stage 


ie Leon hitches a ride with an old flame to 












Thes 





On Saddler’s remote island base, the enemies are mainly soldiers and commandos are no peasant villagers; they're much stron 





ack from which it takes 4 few 





and attack with greater ferocity, Certain commandos carry shock sticks that electrocute Leon, an al 








seconds to recover, In fact, none of the enemies on the island have been encountered previously in the game. Be sure to upgrade the 





firepower of weapons to stay prepared for the coming attacks. 4 


SPECIAL AUTHOR’S NOTE 


At the start of the Island stage, the game assesses the player's inventory and automatically adjusts the difficulty level to 

compensate for the possession or lack of powerful weapons. Therefore, while we've tried to present accurate item locations 
and enemy strategies, some item placement and enemy appearances may change depending upon the weapons owned and 
the levels to which they are improved. Generally, item locations are the same as depicted on the maps, buy you might find a 
different item than what is listed. 















CHAPTER 5-1 


BEACHHEAD 


vb 
LS #} 1} 
Occurrence Remark 
Random 
Handgun Ammo 
Shotgun Shells 
TMP Ammo 
Magnum Ammo 
Green Herb 
Posetas (Box) ; 
eld To Fortification Cliffs” 
Gold Bars 15,000 - Gatling Enemy 












Landing Zone 


Proceed into the area until you reach a fork in the path. Continue south and 
climb the cliffs. Smash the boxes to obtain and an Then 
return to the planks and follow the west path until Leon sees Ashley being 


carried through a large door 
























Bieaping across the gap 
the buildings, Instead, 


Biton to be discovered so 





Gy enemy group emerges 
imiiek Jump back across the 


Band shoot the enemies when 





sind at the edge to drop 


on the crates and move left to a portion of 
wall With 4 gap. A large enemy toting a Gatling gun drops from the 
or above. Stay behind the wall and aim through the gap with the 
triille, Shoot the Gatling gunner repeatedly in the head until he 


pilien collect the he drops. Take out the few other 





Pies in the area by leading them back to the gap and dropping 





en Info the water 
lcting Beams 


proach the stairs and examine the lens on the left to activate a laser beam. Use the mirrors positioned on rooftops around 
reflect the laser back at the red panel on the right side of the door. Climb to the roof of the northwest building 
and turn the mirror to point the 
reflected beam at the southeast 
mirror, Press @ to cancel when 
the laser reflects off the other 


mirror 


mb the ladder inside the southeast structure and collect the 





' on the rooftop. Rotate the mirror so that the laser 


fan hits the red plate on the right side of the doorway to open it 











Attempts to Send Leon Back 





Go through the opened door. Hop over the sandbags and collect the n Sk on the 





ground behind. Follow the path south until commandos attempt to drop a boulder on Leon 


Dodge the boulder and continue into the cave 


Break the barrels on the right to find a G 
). Proceed across the wooden planks bridging the gap. Shoot the archer commando 
in the next cave, as well as another soldier. Gollect the Sh hells in the comer near 


the opening and climb the ladder to the cliffs above. 





FORTIFICATION CLIFFS 


ITEMS FOUND 


Item Occurrence 
Shotgun Shells 

TMP Ammo 

Rifle Ammo” 

Red Herb 

Green Herb 


‘To Beachhead 
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@iluit und examine the nearby boxes to obtain an Exit the tent, hop over the sandbags and take down the guard 
Milng therd. Then turn around, head north and jump over the gap. Hop through the next window on the right and collect 
Dhiflg Ammo on the table. \ 

by chemy should spot Leon 
Bory out, Hop back through 

ume window and let the 


Buys with shock sticks 


Wlollow. They are easy to 





fawn as they try to cl 





igh the window 


¢ Cat Shrine 





Head east once in the 
stand back from the red barrel 
and shoot it to clear the debris 
out of the way. Climb the raised 
rock inside the small shrine 
and open the red box to obtain 
the This treasure 


increases in value when three 





gems are added to it 














he rest of the enemies from behind cover 


goritize Killing the enemy carrying a rocket 





Wmieher before he gets a chance to fire it 





Biot the exploding barrel on the high ledge to 
ie out enemies on the level above, and shoot 
Jmumite-throwers after they've lit their bombs 


belore they throw them 


Run forward once the initial 
enemies in this canyon are 
dispatched. Another group drops 


above. Head west 





from the bri 
through a tunnel and up a slope 


blasting the foes out of the way. 





Continue across the wooden 
bridge and into a small cave to find 


and a 














Emerge from the small cave quickly and drop off the north side of the bridge. Run 
to the door at the top of the slope and wait for the enemies to cluster below the 
bridge. Then shoot the wagon full of barrels to send it rolling down the hill right 


into the enemies, killing ev 





ryone. The exploding wagon reveals a small niche in 


the rock wall where Th is stored 


The Back Door 





Press the switeh to the left of the door bearing Los Iluminados’ mark and descend 


the slope to find the first merchant on the island, The merchant now sells a 





‘Treasure Map that reveals the locations of all treasures in the isk 





Killer7 is also for sale, This is undoubtedly the most powerful weapon in the game 





next to the rocket launcher—mmmm 


Continue south down the passage. Take 





cover behind the cargo erate on the left and 
use a rifle to take out the crossbow sniper 
and other enemies perched on the building 
at the top of the hill. Enter the back door of 


the facility: 





KITCHEN ENTRANCE w 


Fortification 
ITEMS FOUND Cliffs 


Item Occurrence 


To Stairwell Condor 
locked from the east side) 





Something Smells. 


Open the locker on the left to obtain a Head down 





the corridor and around the corner. Open the white dumpster to 
find an Proceed through the kitchen door 


and 





ake out the enemy standing behind the shelyes on the left 
Collect the 
on the 


counter and open 





the duralumin 
ease in the back 


room to find 
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shotgun as you proceed into the kitchen past some rotten 
gr roaster. An enflamed enemy bursts out of the roaster. 

in quickly before he seizes Leon to avoid damage. Examine the 
Hof stagnant water to find a and then continue 


next area 


Walkthrongte: 





Occurrence Remark 


gun Am = 
iow Hor 

138 (80) 
od Stone of Faith —_ ToArmory 


old Bars 
To Kitchen Entrance 


BL 


apickaxe, Then dash downstairs 












Make out another big guy and a 





oI Proceed a few steps 
bow archer vec ter Gold Bars 





Mthe bottom of the steps into the lower 
ni triggers the appearance of two more 


is, Who chase you down the steps. 





Open the duralumin case in the corner to find the 


Smash the barrels in the space under the steps to find a and Then head back upstairs and enter the room from 


which Ashley’s cries are emanating. Take the 





across from the entra 





nce, 
then head around the corner to see what 
terrible things are happening to Ashley on 


the monitor. Continue into the next room 


ARMORY 








To Stairwell Corridor 






, which fits nicely into the lynx statue for a higher overall value 


Welcome Supplies 





Proceed down the corridor and open a file drawer 
on the left to obtain Enter the 
next doorway on the right to find a merchant 
Take the from the boxes stacked 
in the archway between rooms, and smash the 


glass cabinet to obtain 





Let's Get Tactical 


The merchant now sells the Tactical Vest, an 
important piece of body armor that reduces damage 
To Target Practice 


by 30% and also changes Leon's look for the rest 


e available for the 





of the game. New tune-up: 





Striker and the Killer7. The Striker's levels can now 
be improved to maximum. At max, an Exclusive 
upgrade becomes available for the Striker that 


s the magazine capacity to 100 shells! If 





ine! 
you can afford this, there should hardly be a need 


to reload in battle for the rest of the game: 








176 





To Monitor Station 

































nd D are now 


¢ if desired. Game types A, B, C 





Mile blue door to the left of the merchant to shoot at the target 


He allowing you to finally collect bottle caps on every row of the diorama 





{proceeding beyond the merchant's section of the area, equip the sniper 


aim through the smashed window on the right toward the g 





HA conmando looks through the window on the right, and when he sees 
He opens the garage door to reveal dynamite-tossing enemies. Shoot 


Whe enemies in the head before he throws his bomb, and the resulting 





Three crossbow snipers then take up positions behind the shutter 
Equip a grenade and move into the room. When the garage door 
opens, toss the grenade through the door to take out everyone. The 


age door may still be 





enemy who pulled the switch to open the g 
alive, so enter cautiously, Collect the remaining supplies and treasures 


in the area and proceed through the double doors 


To Waste Disposal Area 





STAIRWELL 


IORRIDOR 








Hileet the items in and outside of the small room 





Mike left. Then head upstairs and collect all of the 


p above. The doors to the 





bis marked on the ma 








and both 





require 
some kind 


of card key 


To Autopsy 
Room 


EMS FOUND 


Allo Aromo 
Magnum Amino 
Incendiary Grenade 
Green Herb 

Brass Pocket Watch 


To Kitchen 
Entrance 








AUTOPSY ROOM 


Occurrence Remark 


TMP Ammo _ 


Emerald 
Gold Bars 
Freezer Card Key 





The Colored Light Panel 


The door to the operating room is locked. Open 





the door by examining the panel to the right. Turn 


the blue panels once, then turn the green panels 





owice, then turn the red panels three times to form 


a the correct pattern of moving tiles on the panel 
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Return to the top of the stairs and head east. Open the red) 


wall cabinet on the right to obtain an Incendiary Grenade, 


Continue north and smash a crate on the shelves to thelelt. 


to obtain 


of the hall. 








Enter the double-doors at the end 


Luis’ Memo 3 





The Regenerator 


Enter the operating room and e 


the bed on the left to find 


regarding Regenerators. 





ke the 





on the ground on the opposite side 


of the room, and then head behind the 





partition. Take the 


the dead man’s hands. 



















at your disposal, so flee the room. 


may knock you to the gro 





freezer door, and enter 


Occurrence Remark 


afl Ammo 

jroon Herbs ‘3 
io Disposal Card Key bs Rewrite Freezer Card Key 
ed Scope . Locker 

Gold Bors 












b in the glass cabinet at the 
y smash the glass. Enter the small room just east of the 


jince. Examine the first machine and insert the Freezer 


faste Deactivate the cryogenic 





Byer device in the corner 


bur way out of the autopsy room, the Regenerator in the side 


jreums to life. The means to take this monster out are not 


Return to the hallway. Another 


Regenerator in the corridor 





but you'll just have to take your 
licks and continue, Use the 


Freezer Card Key to unlock the 








Temperature 
Control 





| Card Key 
Rewriter 











Head to the tiny northeast chamber and open the locker to obtain the Infrared Scope. Acquiring the scope causes a Regenerator to 

come to life in the main room, Equip the sniper rifle and the infrared scope and aim at the monster, With infrared, the parasites onthe ay 
ereature’s body are revealed, Shoot all the 
parasites, and the Regenerator becomes 
metabolically unstable, exploding into a pile 
of warm goo. A Regenerator drops Gold Bars 


equaling 5000 pesetas on death 





Corridor Regenerators , | 


Exit the freezer to find ewo more Regenerators in the 
corridor. Head down the short passage toward the duralumy 
case, turn around, and use the infrared scope to spot and 
snipe the parasites on the Regenerator advaneing from the Wy 


north, Then stand in the middle of the corridor and snipe 





the parasites on the Regenerator advancing from the eixt 


Reenter the Autopsy Room and eliminate the 
Regenerator left here previously. Smash the glass 
cabinet in the small room the Regenerator came \ 


out of to obtain an Emerald. q 


. 





Return to the stairwell corridor and head to the - ‘ 4 
northwest door. Use the Waste Disposal Area ' 
Card Key to unlock the door marked “Flammable 


Liquid,” and enter it i 





ASTE DISPOSAL AREA 











Occurrence Remark 





Proceed to the next corner and collect TMP Ammo. Open the door quietly and 


collect the Emerald in front of the control console. Examine the controls, and 


use the grab-it device to 
pick up the enemies and 
dump them in the trash 
When the device is moved 
three times, it quits 
working. The remaining 
enemies barge into the 
control room, so stand 
your ground and take 


them out 





Proceed upstairs to the security room and collect the various items on the table 


and in the corner lockers, Continue to the next area 





Dump the Garbage 





Drop into the lower 
section and collect the 
Green Herb behind the 
dumpster. Examine the 
edge of the area to learn 
an important clue. Head 
through the door in the 
corner and collect more 


TMP Ammo at the corner. 





CONFINEMENT CORRIDOR 





To Waste Disposal Area 


ADMINISTRATION 
CORRIDOR 


1S FOUND 





Sittin 
Rifle Ammo 
Magnum Ammo 


Flash Gronade 
Green Herb 


Strange X-Rays 


Head down the steps and collect the on the 
left, Open the door to get the enemies’ attention, then retreat 
into the corridor and let them funnel through the doorway 
for casy kills, Gather the weapons and ammo on the upper 


level and descend the 





steps. $ 
under the stairs to find 
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Remark 


Occurrence 
Handgun Ammo 
Shotgun Shells 


Pesetas (Box) Enemies 





Ashley's Holding Cell 


Head down the corridor and open the red cabinet on the 








right to obtain Follow the sounds of 
Ashley screaming to find her cell, guarded by two huge and 
armored guys, Blow their heads off and collect the Pesetas 
they drop. Examine 
the door to make 
Ashley quiet down, 
then exit through 


the northwest door 








To Confinement Corridor 

















the next corridor, At the end, go 


ji the south door to find a 


Occurrence 
Shotgun Shells 





No Ammo 
TMP Ammo 
Mognum Amo 










To 1 
fed Herb Agelsiraton 
Green Herb 

Storage Room Card Key 


Emerald 












Ijiden enters the lab. Note that this version of a 
erator has something lodged in its abdomen. 


shooting the many parasites 





ering its body is not enough to kill it, Continue 





puting the Iron Maiden or throw a grenade even 
Gf eliminating the parasites. is 


Millable on the corner exam table if needed ie 
Communications 


Tower 





the many items and ammunition located around the lab. In the 
ate the red valve to open a compartment containing 
Before going back to save Ashley, go through the 


Huitheast door 









COMMUNICATIONS TOWER 


SUTTON Sa 
Ticendiary Grenade 


Grenade 
Green Herb 
Yellow Herb 





To 
Research 
Laboratory 


BB cottzarsicrom 


(crow) 







Comm Tower Crows 








Take one or two quiet steps and aim at the lowest beam of the tower support arch 





x 





crows are perched on the beam, Shoot them one by one to obtain Pesetas x3, a Flash 





Grenade, Gold Bars worth 5000 pesetas, and Handgun Ammo. If you accidentally scare 


them off, leave and reenter to reset the crows to their initial positions 


Answered with Static 








The merehant farther down the path has no new items or upgrades, so tune up the things 


you own. Smash the barrels to obtain items and ride the lift to the top of the tower, 





Exit the lift and move left to find a Green Herb. Enter the control tower and approach the 





console. Leon's calls for backup go unanswered. Turn left and collect the Shotgun Shells 


on the counter. 





Rescuing Ashley 





Return to the Administration Corridor. The enemies have cooked up a little ambush for Leon at 
the stairs, Use the handgun to trip enemies running downstairs and shoot them while they are 


down. Snipe crossbow archers positioned at the top of the stairs. Continue backtracking to the 





ifinement corridor and use the Ste Room d Key to open Ashley’s cell. Move to the back 





of the storage room to reunite with the President's daughter. 
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PTER 5-2 


STE PROCESSING PLANT 


nll Ammo 
Groen Herb os 
Gold 





Shot, on the table and 
fo lead Ashley to freedom. A 


fies through the 





friendly tip. 
Brimand Ashley to stay inside the 


nd walk outside to. 


Incinerator 


gm to the Waste Disposal Area. Kill the three enemies in the security room. A fourth enemy locks the exits from the room. 
jim and then press the switch on the console to open the exit. Three more enemies charge into the room and are on top 
Hixon and Ashley in an instant 
about face and blast them 
hile shotgun. These enemies 
j particularly weak, so 

attack should be all that is 
fied to kill them, Enter the 


fbige dump area and proceed 





pile ledge. Leon and Ashley 


kness below 





mpinto the 





The Waste Processing Plant 








Jonand Ashley wind up ina Waste Processing Plant. Equip a sniper rifle and the Infrared Seope. Throwing the lever to 


¢ brings an [ron Maiden to life. Lead Ashley under the gate and throw the switch to lower the bars, slowing the 
monster considerably. Run farther back in the 
room and command Ashley to hide in the green 


dumpster on the right. Collect the 





east of the dumpsters 





Open the next gate and close it behind you, Then back up and shoot the parasites on the Iron 


Maiden. When it opens the gate and heads toward your position, shoot the exploding red barrel to 


inflict some solid damage. Continue attacking the monster until it implodes. 





The Second Iron Maiden 


Push the Container to Build a Bridge 





sewage. Stand on the right side of the container 4 


Whistle for Ashley. Lead her to the large red container blocking the bridge across the 





two of you push it into the muck, The sewage can now be crossed. 





Make Ashley hide in the green dumpster in this a 
south wall, Going for the herb, another Iron Maiden should spot Leon. Stand beside the red exploding ba 


off the Iron Maiden’s body as it advances. As it closes in, turn and run to the northwest corner and then shoot the barrel to hurt the 


creature. Continue shooting the monster 
after that until it explodes. The Iron Maidens 


in this room each drop 


Whistle for Ashley and make her help you 
push the next red container out of the 


doorway. Continue to the next room 


INCINERATOR 


Shotgun Shells 
Red Herb 
Green Herb 


Walking into an Ambush 


Command Ashley to wait near the 





entrance, and charge forward to take on the 


enemies in the corridor 








in the northwest corner and the 























‘To Basement Passage 










d start pushing, Ashley helps, and the 





and blast the parasites 












Fille urea is clear, open the double doors and head through the 


di chamber Into the next room. When Leon and Ashley drop off the 







Ghoniles barge into the enclosure through the door on the right. Blast 


Adowe with the shotgun, and try to knock a few in the central pit 


Wrecking Ball _ 


Wad dash for the control room in the northwest corner. Examine 





itch on the wall and choose for Ashley to pull the lever, Back into 


ipting to come through 













Woorways. Bither continue 
ing enemies until none 


show up, or escape 


To Incinerator 


Hide and Seek 





ke a few steps toward the shutter door 





and listen for the sounds of a monster on 
just the other side. Open the shutter to 
Power Switch reveal the Regenerator, then quickly lead 


Ashley into the west room 


To 
Bulldozer 





Stand in the northwest corner of the room and aim through the bars on the door. Shoot the 


parasites on the monster with the infrared scope. The Regenerator drops 5000 Pesetas. Open the 





cage and the refrigerator in the room to obtain a grenade and ammo 


Lead Ashley south in the passage until another 








Regenerator is spotted. Turn around and head 
north, then east into another side room. Stand at che back of the room and wait for the | 
Regenerator to barge in, Blast the parasites on it to kill it and collect 5000 Pesetas. Prey ae 
the switch in the southeast corner of this room to unlock the shutter at the south end of 
the passage , 
The Amazing Door Opening Duo! 
The shutter opens only part way. Send Ashley under the shutter to open it from the 
other side, then continue to the intersection in the passage and collect the Yellow Herb. 
Enter the room to the southwest , 
to find a merchant and a 1 
typewriter. Open the locker 
near the merchant to obtain a if 
Red Herb. The merchant offers 
nothing new, so tune up existing 
weapons. 














Lead Ashley back out to the passage. Guide her to one of the levers on either side 7 
of the door, Command her to wait near the lever, then move to the other lever 

and operate it. The lights 

above the door gradually 

< turn red, indicating a kind of 

countdown. Press @ when 

the center light comes on - 

not before and not after 

$m through the door. 
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gun Shells 
fullo Ammo. 
TMP Anna 
oon Heth 

rst Aid Spray 


















Hup with the items lined up on 
er side of the room, then climb onto 


Matbed of the bulldozer, Buckle your 





ih, because Ashley is driving! As 





Wy pills the bulldozer out of the garage 
miles pour our of the side area and 

fiinpt to jump onto the vehicle. Blasting 
Delore they jump onto the dozer may 


gasler, but then you cannot collect 






tenis they drop. Allow the enemies to 


iis close ats your comfort level allows. 


Basement 
Passage 


Collision Course _ 





When the bulldozer starts going around a really long curve, a track 
approaches from behind, honking and threatening to ram the dozer. If the 
truck hits the dozer, then you can 
imagine the outcome. Shoot the 
truck’s engine to make it burst into. 
flames. After another wave of enemies 


make a dash for the dozer's flatbed, 





the truck starts up and tries again 
Shoot continuously to slow the truck. 
If you reach the next room without 
letting the truck collide, it will not 


bother you again 











Activate the Lift 


Ashley stays in the dozer, and Leon must climb to the 


upper level of the room to throw the switch to activate 
the elevator platiorm and raise the dozer. Climb up either 


ladder and blast through the enemies as fast as possible 





Whichever side you climb up, the enemies run around the 


other side, drop to the ground and try to attack Ashley. Additional foes drop from the levels high above. Snip 





ny enemies that get in 





the back of the dozer. Smash the erates and collect the items on the upper level. Pull the central lever and get back on the dozer 
The Last Haul : 
When the dozer reaches the top level, equip the TMP and try to snipe enemies on overhead platforms before they drop into the flathed, 

Additional groups attempt to board the rig from behind. Use flash grenades to eliminate multiple exposed parasites when needed, When 
the shrill sound of a truck horn blares, face the front of the truck and fire at the grill of the oncoming truck to sidetrack it, Ashley | 
crashes into the building to the side, ending the bulldozing fun. 4 





MESS HALL 
Nothing to Eat 





Occurrence Remark 


Collect the near the 
bulldozer wreckage and proceed into the 
next room, Open the cabinet around the 
room to find ammo and The 
duralumin ease on the north wall contains 
the that 

fits into the lynx statue, Tune up at the 


merchant, and collect the on the 


shelf by the exit 


To Boiler Room 
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confrontation with 





Minto the next room for a 





Hier, Ashley is kidnapped again. Will Leon ever 


Hosing the First Daughter? 





PR 5-3 


Walkthrouste 


Occurrence Remark 
Shotgun Shells 
fash Grenade 
jroon Herb 
Posotas (Box) 
Gold Bars 
a) 


To Machine Room 


jan on Fire 








the 





in front of the boilers. Collect items upstairs in the superintendent's office, then 
return to the lower level and head west behind the boilers to the storage room 


Collect the Flash Grenade and the random amount of Pesetas appearing in the 


storeroom, then head to the southeast door 


MACHINE ROOM 


ITEMS FOUND 


item Occurrence Remark 





Meeting of Rivals 





Go through the corridor into the next room 
Collect the Shotgun Shells on the floor and board 


the lift. Gross the room until Leon encounters his 





old training comrade, Krauser 
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Take out the archers positioned 


on the stairs and in the corridor 






‘ound, who try to meet Leon on the stairs 


To Boiler Room 


Proceed into the next room. Continue east and shoot through the boards covering the 


supervisor's room nearby to kill an enemy inside. This activity should alert other foes on 


Take out the enemies, and shoot out the 


skylights over the stairs meanwhile to obtain an Emerald 





tg Os 


epi 


= 





— 


ete 


_ +. 


—_—_ 









though the cha 
ing, do not let your guard down 


Minute. During the scene, be 





ibtermined buttons to survive 


deathblow knife 















When Krauser throws Leon to the ground, prepare to tap one button rapidly. When 
he threatens to press his dagger into Leon's chest, rapidly press the button shown 


and then switch to the other button when indicated to hold off Krauser’s knife. 


After surviving the scene, head east, drop off the platform and exit via the 


northeast door | 


Occurrence 
Emerald 
Flogant Headdress | 
— | 





Liftto Cave 








Momma Told You Not to Play with Lasers. 





0) 





Swurity outside Saddler’s sitting chamber is understandably tight 


fier the corridor and walk forward until three laser beams appear. 





Walk through the beams when the horizontal one is rising and the two 





Verticals ure spreading apart. Continue down the corridor until five 
hams appear in front of Leon. Two of the beams form a triangle and 


hhen spread apart, and this is when you should run through the array 


An impassable number of laser beams appear in the corridor, and the entire array 


slides toward Leon, Press # and ® the instant they appear onscreen to dive 


through the beams. 





Take a few steps forward until a dozen 
beam emitters appear on either side of 


the room. Keep moving forward and press 


7 


o 


and “& to dodge when the emitters 


activate, and again when they slide toward 





Leon 


The final test comes when the switch to the right of the door is pressed, A large number of beams 
come at Leon from behind, Move several steps away from the exit toward the beams, so that the 
lasers are not traveling at too high a velocity when they arrive at Leon's position. Then press @® 


and “® to dodge the lasers for the final time. The door finally unlocks and you may enter the | 


familiar-looking room , 





Sit Where Evil Sits 4 








Standing at Saddler’s throne, turn around and 
look at the wall above the door, Shoot the 
glimmering object off the wall to obtain an 


amine the throne from 








the front to obtain an When the 


action appears, press @ to sve Leon act weird 





for a moment. Go through the door behind the 





throne and ride the lift down into the caves. 


CAVE ENTRANCE 


ITEMS FOUND 


ltem Occurrence 
Magnum Ammo 


Red Herb 
Green Herb 
Emerald Liftto 





‘Throne Room 









Heading for Danger 








Descend the stairs, and then search the area beneath the steps to find a and an 
Follow the passage east until reaching an open area where a merchant stands. Examine 

the ammo boxes to the left of the merchant to find The merchant offers new tune- 

ups for the Broken Butterfly and the Killer7. You may now maximize the levels and capacity of 


the Killer7, Enter the small room behind the merchant to obtain a and 
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Hand Grenade 
Green Herb _ 














Move toward the edge of the abyss and head left of the bridge into a 
m-Hpen cage to obtain a Cross the bridge and collect 


TP mo near the bonfire in the tunnel 


Equip a shotgun and continue 
into the next large area to get 


your first look at Saddler's 





sadistic little playground. As 
you try to head around the thing, an experimental monster attacks. Leon is lung into 


the playground and the monster follows. 


The First Jettison Rig 


Blast the monster with the shotgun until it leaps out of sight. Collect the near the opening. Head north and 


When west to'a shutter door, Blast the green light to the right of the shutter to open it, and operate the console beyond 








Compartment N umber Two 


In the second compartment head south to find 


the monster again, Blast it out of your path, and then 





Final Jettison Compartment 

























Return to the middle aisle and be ready to dodge if the monster attacks from 


| 


above, At the south end, head west to find a . Then go east and blast 





the green light to the right of the shutter door to open it. Follow the passage north 


to another console and press the button, 


Leon has only 30 seconds to get out of the 
container before the whole thing drops into 
the chasm below. Naturally the monster 
attempts to interfere, so dodge its attacks 


and avoid count 





ttacking as you head to 


the eastern exit 





Then head east only to be attacked by 


go south and then east to find a lock panel. 


Press the button, then head back toward 





the middle aisle and examine the north 
shutter. Blast the green light above the 

shutter door and continue. Head first to the 
northeast corner to obtain a . then spin around and go west to the 


lock console. Press the switch to activate the timer mechanism, and dash out of 





tment before it is jettisoned. 





the compa 





Head to the right and press the first switch to open the red shutter door. The monster enters the 
compartment and mutates. Quickly press the button shown to cut Leon’ leg loose of its grip. The 


monster's only weak spot now is its new head with pincers 


Move up the middle corridor to the other side of the cor 


and shoot through the gate to hit the green light, opening the shutter door. 





Return to the west side of the compartmen 


lock console. Press the button and then run all the wa 





Equip a magnum handgun or the mine thrower and mi 


monster climbs right out of the pit for a confrontation 
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nd go through the open shutter door to find the 















ner. Follow the path to the north side 








y back through the center corridor to the 
east side, Open the 
door and ignore the 


monster. Jump for 





the hook cable bef 


with the monster 


ove forward. The 








s not count 
gating” 
the monster away from Leon, much like you did with the Iron 


\il damage inflicted on the mons: 
toward shortening this battle, Extend Leon's life by 





I Plant, Run into the pas 





Maidens in the Waste Dispos 
joon’s right. Pull the lever just inside the passage to bring down 
the bars. While the : 
creature is trapped on 





sage to 








he other side of them, 


orplanta mine on it and 


blast its pincer head iy - > 
repeatedly with the { “ 
shotgun or the magnum, Ep ” a 7 





il AWAY 


When the ereature breaks through the bars, continue down the passage and shoot the exploding barrel 
‘ damage it. Collect the Handgun Ammo and continue to the other end of the passage. Open the bars 
wnd head left around 

the corner, Throw 

the switeh to trap the 
jonster behind bars 

gain, and blast 

y before it 






breaks free. 


wbteve 


the following portion of the strategy may be unneces 
yy this point, When it breaks through the bars, run to the south corner and allow it to approach, Shoot the 
yploding barrel to damage it further. At half its health, it begins burrowing underground and trying to come 
beneath Leon to attack, Remain alert and press the two dodge buttons shown onscreen when it attacks. 
\jier three or four such attempts, the monster surfaces. Use a flash grenade to blind it and then blast it while 
Make good use of the Green Herb 
and Shotgun 
j| Shells provided 





‘is stunned, or bomb it ruthlessly with hand grenades and incendiari 








in this area as 
: well. The U3 
drops Gold Bars 
worth 50,000 
pesetas. 

















































When the battle is won, head north and go through the door on the right. Follow 
the passage to an open area, and search to the right side of the stairs to find a 

Board the trolley on the west side of the rise and ride back across the 
chasm to the point where Leon first encountered the U3. Collect the 


on the trolley platform, and then ride back and climb the ladder. 


CAMPGROUND 


JUND 


Occurrence Remark 


TMP Ammo 

Hand Grenade 
YellowHerb 
Pesotas (Box) _ 
GoldBars 
Emerald 

‘Blue Stone of Treason 


Surprise! BOOM! 


Climb the second ladder and 





collect the ammo and grenade in 
the room. There’s a number of 
Villagers camped outside, so it is 
important to move quietly, Open 
the door softly and use the knife to 
smash the barrel near the fence to 


obtain Han Equip the 
To U3 


sniper rifle and step to the edge Playground 


Search the campsite below and 
aim at an exploding barrel near the 
villagers standing around the fire 
Shoot the barrel to set off a chain 
reaction that blows up most of the 
camp. Contend with the one or avo 


Villagers left behind 


























hall over the camp to find items. The path to the north is fenced 


yunfot go over, then go under. Enter the tent drop down the 


Shoot the shiny thing in the 


ceiling near the ladder to 


Walkthrough: 





obtain an Emerald. Head down 


the tunnel and enter the first 





passage on the right to find the Blue Stone of Treason. The Golden Lynx statue can 


now be completely upgraded and sold to the nearby merchant for 35,000 pesetas. 


DHpntinue north and search the 
inal! caye to the left. Smash the 
rates to find Gold Bars worth 5000 
Bpisetas. In the merchant's area, read 
user's Note on the table next to the 
(ypewriter, The merchant offers new 
yneups for the Broken Butterfly. The 


Be door leads to the target range 





Dlimb the ladder and smash the barrel in the corner to 


Dbiain Pesetas, Enter the double doors. 





Wieon 





FORTRESS RUINS 


ITEMS FOUND 















Donilict of Interest ¢ 2 





Fyover the cli’s edge and proceed through the area until Krauser attacks. Continue up the stairs, kick open the door 








iter the building. The door on the right has a timer lock, and it will not open until the timer goes off. Kra 


ash the erate for 





Collect the 





dies through the door and enters building, so move quickly 


Fighting Krauser 

Even though the official boss fight against Krauser has not started yet, a solid strategy is required to drive 
off the crazed commando each time he attacks Leon. As soon as Krauser appears, shoot him with the TMP, 
a shotgun or a handgun with a really high firing speed. If all else 

fails, toss a frag and back up. Krauser initiates each confrontation 

by trying to fire back, If he is prevented from shooting enough 

times, he begins sliding from side to side so fast he cannot be 

targeted, When he starts this, raise the knife and cut him when he 

moves right up to Lean. Do this once or twice more, and Krauser 

should throw a flash bomb and disappear. 








Mon opens. Kick through the door and walk north cautiously. Krauser 


is behind one of the broken walls in this passage. By walking slowly 






you can spot him in time to shoot him. 







Collect the on 






the left side of the walkway 





and continue down the stairs. Examine the door to the north to see where the three 


pieces of the Holy Beast need to go, Collect the on the left and head 


south past the stairs 


A Quick Bit of Sniping 


Krauser is on the building at the other end of the central bridge. Take cover behind 





one of the pillars to the left and use the sniper rifle to hit him, Continue sniping him 


after he jumps down and tries to run your direction 





—— 


Jump inside the building. Collect the and smash the barrel for a 





Climb up to the roof and collect some Drop down the side of the building and head east, 





First Piece of the Beast 





Collect the 1 in the passage and 


ascend the stairs to obtain the 





Then prepare for 
showdown against Krauser, Press the dodge 
buttons to avoid a grenade he throws. Drive 
him off in the usual manner, and then collect 


the and in the area. 





To raise the gate barring the exit, push the statue out 





beyond the corner. Then push it south and work it onto the 
pressure pad. Pull the lever near the gate to raise it, Thisis 


a continue point, in case you die or want to retry after this, 





Krauser's Toys _ 





Move around the north side of the house, and you'll spot Krauser’s 


shadow on the ground. Toss a grenade to drive him out, then fight him in 








way, Throw the lever next to the gate to open the lower area, 





the us! 


and drop down 


Krauser has installed 





nasty little robots in the 


lower area. Once they 





spot Leon, they dash 
forward and start beeping. When the beeping stops, they explode. There are also floating 
machineguns in the area. One shot to the camera mounted on top of either type of device 


causes it to malfunction and explode. One shot to the exposed body detonates it instantly, 





Use a handgun to get through this area 


Shoot the Wo robot bombs south of the 


landing point. Collect the and 
across from the ladder, and head 
south. At the corner, shoot the camera bomb 
burrowed in the ground. Then wait for a 
machinegun robot to float in from the right 


and shoot its camera 
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or the High Ground 


the wast corner, look north and shoot the two camera 


Head « 
hmbs in the pa Proceed int 


Leon, press ® nd. If you do not respond in time, an 
tween the rivals ism ome atter 


the n. When Krauser addresses 


Giditional scene b 


Loon foll 


Enter the cir 


« the Yellow Herb 


Ascend the stairs and climb the ladder, Head east across the roof and collect the 


Magnum Ammo and Green Herb. Then return to the west side of the platform and 
collect the Piece of the Holy Beast, Eagle. Just one puzzle piece remains, and you 


t get it from Krauser him 








\t the start of the fight, press the dodge buttons to leap over 


the side of the platform to avoid Kraus 





's initial attack. Tap © 


rapidly to climb back 





onto the platform. 





\void getting knocked 











over the side again ‘ a 
by staying away from X f : —- 

‘ ; } oe? 
Krauser and staying ry 
jway from the edges, al . 7 





ser has 
Ar 


shoot him in the knees, When 





him se 





ile will kill this guy. though it damages ly. Because Kr 


tand upon, there is 





Not even a rocket launcher m 
planted timer bombs outside the tower you currently 
nwust be defeated. Therefore, use a magnum handgun. As Krauser approache: 





a time limit im which the m ul 








he draps to the ground and 
his head is exposed, shoot 
him in the head, When he 





gets to0 close for comfort, 





relocate and repeat this 

strategy of attack, 

~~ 
|( Krauser manages to get aS 
ck 


the dodge buttons to ess 
defend yourself. Keep shooting him in the knee, then in the head, 


enough to attack, press 
ape his blow: ise the knife and slash him 








until he peri: 





Resurrect the Holy Beast 02'01"ao 





When Krauser chokes his last traitorous breath, search his body for the Piece of 






the Holy Beast, Serpent. Drop down through the ladder hole to the level below 


Exit through the doorw 





at the base of the ladder. Hurry, beca 





se you could 
still be caught inside the building when the bombs go off. Speaking of bombs, the 
demolition is worth sticking around to see. Assemble the Holy Beast on the door, 


and continue to the next area 


CHAPTER 5-4 


COMMANDO BASE 


Gold Bars (enemy) 


Shotgun Shelis 
Rifle Ammo 
TMP Ammo 

num Ammo 
Hand Grenade _ 
Flash Grenade _ 
Red Herb 


To Temple Entrance 
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To Fortress Ruins 








ee an 







——— 












to Arms 

























Aiter the chopper takes out 


finds around torprovide cover 
| Wiping out the enemies, Then 
Mp down to the area below. 


a, then 





iillect the items in the a 
fide how to get through the 
or and lower gates to the next 


tion of the base. 


clears a path for you. 


Two Paths of Approach 


the enemies near the entrance, 





run forward until a ghoul mounts the machinegun turret on the nearby tower. Take cover 


behind « post on the right, and then dash into the nearby tent bewween machinegun bursts. 


wf the helicopter levels the tower with a missile, continue east. Jump over the sandbags into the destroyed building, Enemies 


ider down until the chopper 





diy emanating from the nearby tower, Stay in the destroyed building and keep pushing the 





The helicopter pilot passes back and forth, strafing the ground to pick off clusters of enemies. Leon 
may sti11 have to deal with a few single enemies, But when the ¢ 
unable to move, the helicopter usually moves in and stréfés the area. The pilét targets certain towers 
around the area, mainly where machinegun tiirrets are placed. Stay away from thes@ areas until the 
chopper pilot gets around to firing a missile and taking out the building. He usually shouts “Take 
Cover!” or “What are you doing? Get out of the way!” when he’s abolit to bomb a structure. Listen for 
these ‘uportant radio cues as you proceed. The-way to get through this area with the least damage 1s 
to proceed. cautiously, assess Ebeettuation from a position of cover, and move in after the chopper 


ave Leon pinned down and 













There are two ways to get into the next sector of the base. 
Dne method is to break the large padlock off the gate in the 


area. In this case 





Jover level and proceed through the next 
Fou must deal with several enemies on your own without 
Dupporting chopper fire. The other path in is to return to 

Mhe upper level and head toward the gate to trigger the 
Gpearance of enemies. There are scores of enemies that 

May get out of control, but the chopper can provide covering 


fre the whole way. Decide, then move your butt agent! 





Path One: Crossing the Bridge 


When taking the upper area route, move 





toward the large wooden gate until enemies 





appear on the platiorm above. Hide behind the 
metal wall on the right. Dynamite-throwers 
should take out any cnemies that drop to the 
ground for you, and then all you have to do is 


wait for the chopper to blow the gate 








When the blast debris settles, climb up the ladder on the left to find a Jecause the 





te in the lower area was broken down in the blast, enemies may start climbing up after Leon 





from the level below, Stay at the top of the ladder and pick them off as they try to climb up, Then 


drop to the level below and cross the bridge. ‘ 





Attempting to cross the bridge triggers the 











appearance of an enemy on the turret atop < 
the next tower, Retreat and seek cover 
behind the metal wall again, Let the enemies f 
hop out of the tower and cross the bridge, 
then blast them as they come around the 
corner of your wall. Wait until the chopper 
obliterates the tower, then cross the bridge \ 
Path Two: Tunnel under the Tower | 
| 
In the lower area, blast the enemies out of your way and smash the barrel in the | 
corner near the fence to obtain a Head through the tunnel. Climb > 
the ladder at the back of the tower. 
. 
Head around the side of the building and 
shoot the barrel to obtain a | 
Shoot the exploding barrel beyond the 1 
fence to eliminate enemies congregating in | 
front of the building. Go through the side door. } 








The Shutter Door Lever 


Collect the and 

inside the north tower. Press the red button to 
open the northwest door, and proceed a few 
steps through it. A Gatling gun commando 





appears on the ridge across the « 
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MDhielly run aeross the midlevel 
Dandseck shelter from the Gatling 
A eommando in the small 
Wooden structure. Stay within 
his hollow and blast the few 
emies that come after Leon 
- 
When the enemies stop coming and the Gatling gun is not firing, dash up the steps 
to the top level. Use the sniper rifle to hit the Gatling gun commando in the head 
repeatedly until he dies, then grab the pulley and slide down to his perch. Collect the 


15,000 pesetas the gunner drops as well as the Hand Grenade in the corner 


Drop from the gunner’s ledge and pull 
the lever to open the shutter door 

Drop to the ground and collect Pesetas 
from the barrel at the edge of the pit 
Before proceeding through the shutter 
door opening, search all levels of the 
area for ammo, herbs and money. Then 


head through the shutter door 





Trapped Between Mounted Machineguns 


Mer the shutter door closes behind Leon, quickly run forward and press @ 


Wperouch behind the sandbags while the gun turrets tear up the area 


setween volleys of machinegun fire, 


stand up and run to the left into a 





tunnel. Climb the ladder, stay in the 
tunnel a few minutes and blast enemies that try to climb up the ladder behind you. 


Drop back to the lower level to collect any pesetas they drop, then climb back to the 


upper level 


Petween turret bursts, run out 
Whe open area and stay behind 
ihe tall metal wall to hide from 
jurret fire. You can crouch behind 
ihe low metal wall ro the left 

Say under cover here until the 
hopper fires missiles into at least 


two of the towers in this area 
The Shutter Door Locks 


P When the towers to the north and south are gone, wait for the last 








P huchinegun turret on the ground to fire and stop. Then quickly run around 
the upper level walkways to the square area where the north tower previously 
stood. Collect Shotgun Shells from a smashed barrel at the back of the square 


phivform: 





Stay behind the metal wall and shoot any enemies coming up behind Leon from 
the east. As they walk near the edge of the square hole, shoot them to make them 
totter and fall to the level below. Wait until the chopper destroys the tower at the 


west end of the area, then continue west. 


The shutter door at the exit closes. Kick 
down the gate barring the path and flip the 
red switch to remove one lock from the 


shutter door covering the exit 





Opening the Shutter Door over the Exit 





Now return to the square area and drop through the hole to the ground level. Head 
straight south to collect behind a broken wall. Kill the gunner behind 
the central turret if needed by waiting under coveruntil he shoots, then run 


behind him and blast him 


Kill the last dozen or so enemies remaining 





in the on your own, and climb the 





re 
ladder for the southwest platform. Move toward the shutter door and throw the second switch to 


open the exit, Drop back to the ground and continue through the double doors to the next exit. 





To Temple 


TEMPLE aa 
ENTRANCE 
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S To Commando Base 



















Mike's Farewell Fire 





s, After the helicopter kills all the enemies, collect the items dropped. Turn back toward the 
gee and Shoot the shining object at the top of the column, an Smash the barrel in the narrow area under the 


yy to obtain a Fi 






Gpray. Shoot another Em 
fol the column on the north 
fige of the aren. Head toward 
enorthwest door, collecting 


“Groen Herb onthe right edge of 





TEMPLE CATACOMBS . 
EMS FOUND | 





Give Your Girlfriend Pearls, 


not Bruises... 





lead forward and drop down the ladder 
hole. Check the stone behind the ladder 
o obtain a Pear ant. Head into the 
mext room and collect the 

on the crate. Continue through the next 


pissage and enter the double doors 





PENITENTIARY 


ITEMS FOUND 


Item Occurrence Remark 


otgun Shells To Temple 


Catacombs 





Creepy Confinement - 


Use the typewriter on the desk if desired, and 

open the drawer behind the desk to obtain 
Collect the other items in the 

room near the entrance before proceeding farther 


into the prison 











‘To Double-Secured Yard 








Open the red bin to the left of the south doorway to find a squirming sack of flesh, Shoot the flesh bag. Now move to the opening to see a 
Regenerator coming down the corridor. This one is especially tough, with the stamina of an Iron Maiden though none of the abilities, Use 
the infrared scope and sniper rifle to blast the 
parasites off it, then blast it with a shotgun 

or other Weapon until it destabilize and 


explodes. Collect the it drops 


Head down the center aisle. Kick down the 
first cell door on the right and collect the 

in the cell. Collect the 
at the base of the broken stairs below the 
exit. Move to the left of the stairs and climb 


up onto the platform to reach the exit 
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DOUBLE-SECURED YARD 


Occurrence Remark 
Handgun Amino 
Shells 
fille Ammo 


TMP Ammo ~ repre 
Incendiary Gronade 





Flash Grenade 


Power us 
fod Herb Supply Unit} 






Green Herb alt! =) 
Yollow Herb i| 
Pasetas (Box) | 
Gold Bars 15,000 - Gatling Enemy, | 
__5000- Duralumin Case | 

i? 


Emorgoncy Lock Card Koy Carried by Enemy 


The Final Army _ 


Collect the below the stairs, 








‘andom item 





and smash the crate for a 
Ur money. Reload all your weapons, then 
Heid around the corner and take out the 
Grossbow snipers behind the sandbags 
Ghipe the enemy through the window in 
the upper room too, Continue shooting 


Weryone until another Gatling gun-toting 
i 

To Capsule Room 

Platform and snipe him in the head until | 


i} 


ater 





imemy emerges. Get atop the 





fe dies. He drops 15,00 so 
jove to his position inside the midlevel 
Warehouse as quickly as possible before the 


bash disappears 











Two Locks and a Card Key 

















a 
Examine either of the green-lit consoles on the midlevel or the exit door to the north to trigger an event where an enemy withdraws a | 
card key from the lock system. Then take out the enemies in the area, using the exploding barrels on the ground level to your advantage, 1 
One of the enemies drops the Emergency 
Lock Card Key. Reinsert the card key into 
the security system in the northern room on f 
the uppermost level. Then press the green \ 
buttons on two consoles in two rooms on the 
midlevel to open the north door ‘ 
Head through the north door and down the stairs. In the bottom corridor, shoot the two guys, 
holding shields, and use a flash grenade to eliminate resulting Las Plagas. Open the cage on the 
south wall to obtain Shotgun Shells and proceed to the next area. | 
h 


Occurrence Remark 


Magnum Ammo 
Red Herb 






To Double-Secured Yard 


Gold Bars x2 









To Surgical 
Extraction Room , 





























filey’s Moment of Fate 





finally rescues Ashley, and the two find themselves trapped in a 
corridor Proceed through the double doors to find a merchant 
Hllow the path to the immediate right into a small niche and shoot the 


No barrels to find Go! two times, equaling 10,000 pesetas total. 

near the wall, and pick up the The merchant offers nothing new. Still, 
take the opportunity to selMoff extra 
ammiinition and weapons lacking ammo 
that are not very useful anyiore. Then 
prdceed through the southeast door. 


NO and 


Shotgun Shells 
ollow Herb. 


Parasite Removal Machine 





Tike out the enemies in the corridor 


Dyith grenades and shotgun blasts 





he west leads hack to the capsule 





Soom previously seen during the 


Dnema where Leon just rescued 






Ushley. Returning to this room is 
Morthwhile in order to collect the 
Shotgun Shell 


pnd Red Herb marked on our maps 





for those areas. 


Return to the lower corridor and open 
the double doors at the south end, Leon 
and Ashley finally extract the Plagas in 
their bodies. After the chapter ends, head 
through the south doorway and ascend the 
stairs. Collect the 

and the file titled to 


learn what Saddler intends. 











Wallthroggte 











PLATFORM BASE 


ITEMS FOUND 


Item Occurrence 
TMP Ammo 

Green Herb 

Pesetas (Box) 








Grab the Gre b in the corner to the left of the entrance, 


and smash the erates near the merchant for other items. 





Conter with the merchant and sell off all treasures and 





unneeded weapons. Keep a shotgun for sure, and a rocket 
launcher if you want to end the game quickly. Tune up the 

7 shotgun as much as 
possible in power and 


magazine capacity, 





Then head down the 
stairs toward the 


elevator, 





CONSTRUCTION PLATFORM 


ITEMS FOUND 


tom Occurrence Remark 
Handgun Ammo 
Shotgun Shells 
Green Herb 
Magnum Ammo 


Hand Grenade 
Rocket Launcher (Spocial Rocket) 
Jot-ski Key 
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Lift to Platform Base 











To Surgical 
Extraction Room 


oe Oe 


= 
= 





Crane Lever 











This Qeeat battle is easy to enjoy. Damage the monster Saddler 





hovomes by aiming for one of the smaller eyes on his 
the small Teg eye to 

make the entire monster 
collapse in pain, The 
cycball is easier to hit 


with wshotgan, 





















(Once te monster's head falls to the floor and it exposes the 
© to 

climb i, Watch Leon try to rip out Saddler’s main eyeball with 
his knife, Once the attack is done, Leon leaps off the creature. 


jure eve in its mouth, ran up to the head and pre: 











turn and ron away as the monster regain 
todo the same 


self, and prepare 










tach of the front leg eyeballs can be shot twice and each 
of (he baek ones can be shot once to cripple Saddler. When 
shot one or twice, each eye closes permanently, becoming 
wiusible. The monster has enough stamina to withstand this many attacks, and more. Once all the leg eyes 
have heen permanently shut, your only target is the large eye on the central head. Or, you can use exploding 
}urrels and swinging cranes to damage him. Move to the southeast end or northwest end of the area and climb 
onto the raised platform. Press @ to grab the switch and look behind. When Saddler comes within ten feet of 
the platform, pull the lever 
to swing a stack of girders 
into the monster. This 
causes Saddler to collapse 
and tremble, so that another 

















Nhe 8 5 a secanitbe 
: vie — (a ae | climb and stab attack can be 


» performed, 





ae ; pnt 


Mieond 









The area consists of the 
square area near the elevator, and then two strips. Between the strips are bridges that continuously collapse 
If a bridge is collapsed. then Leon cannot cross from one strip to the other. A kind 






of traffic light on cach side of the bridges indieates when the 
bridge will fall. If Leon is crossing the bridge when the light 
starts to blink, be ready to pre: 
onscreen to leap across to grab the opposite ledge. If Leor 
just might make it. Rapidly 
press & to climb back up onto the platform. 






the two dodge buttons shown 





z 





close enough to the other strip, he 
































Saddler attacks by seizing Leon in his eye mouth and slamming 








him to the ground, The tail section of the creature is made up 


of hundreds of tentacles that can slash Leon up pretty well. Stay 





back from the creature at all times to avoid these attacks. 


Wh 
different strip of the ‘ 
ddler, 


the monster attacks by 


1 Leon is on a i] 








platform than eave” 
hurling a beam across 

the chasm. Press @ 

and “ to dodge the 

fly 





i beam when needed. 


WN) Roughly halfway through the battle, Ada tosses a Rocket Launcher 
(Spe 





jal Rocket) onto the western strip of the platform. After closing all 


” 





of Saddler ing him with one stack of girde 





leg eyes and st 





. pick up 





this weapon, equip it, and lead Saddler towards the last stack of girders 





revealed, fire the red 





Leon can swing. After the monster's head eye is 








rocket at the target spot to end the battle. The amount of pesetas Saddler 





drops depends on how many leg eyes were damaged during the battle. 


LAST ESCAPE Phe li 


i 
Timer explosiy Q the island are triggered during the events following 

Saddler’s very fortunate death. Race back to the elevator quickly and reunite with 

the President's daughter. Lead Ashley through the escape tunnel to a small cave 

where a jet-ski is parked, Use the Jet-ski Key obtained during previous scenes to 


start up the jet-ski 


Only a short amount of time remains before the island goes kablooey, and you must pilot the jet-ski down an extremely long tunnel 
Push the thumbstick up to accelerate, and tilt it left or right to dodge obstacles appearing in the path. Swerve to one side or another to 
shoot through open tunnels and avoid stalagmites jutting above the water's surface from the cave floor. As explosive start going off to the 


left or right, watch out for large rocks to start 


falling into the water and avoid them, When 


you see light at the end of the tunnel, gun it! 
You've got to get the President's daughter out 


in time! 




















Iipextras unlocked by completing Resident Evil 4 are detailed in this chapter, The information is provided in 





EYou have completed the game several times and still cannot seem to unlock something cool. To keep from spoiling the 


avoid reading this chapter until you have completed the game at least once 





Extras 
Meny 


Professional 


Round Ywo 





harder difficulty setting. The scenario and 





placements are the same, but enemies have greater resistance 





damage, 


OUND. TWO 


fer clearing the game, record a el 





lear game save to a memory 





Guid inserted in Slot-A of the console. Then load this save to p 


hor game, with all of the items, treasures and pesetas that were 
Billin your possession when you ended the previous play through 
he merchant's menu opens, and you may buy or sell items before 


aning. Free new bonus weapons have been added to the shop list, 





pollect your prizes before 


Bois Weapons 


When starting a Round ‘Iwo game, the player has an opportunity to use the merchant's menu before s 


continuing, 


rting, New weapons 





Pe available in the lis 








a reward for completing the game : 


Handcannon 





his ree .50 caliber magnum is not compatible with the 45 Magnum Ammo 
found throughout the game, so do not make the mistake of selling the merchant 
Hour magnums. The Handcannon is something of a paperweight at first, but after 


purchasing several expensive tune-ups an Exclusive upgrade becomes available for 





the Handcannon that enables infinite ammo! Save up your pesetas 


Tunlock the Handeannon, clear The Mercenaries mini-game with all five characte: 





scoring 60,000 points or more to achieve an S Rank with each 





Matilda 








This expensive new weapon fires Handgun Ammo in three-round bu 


ammo quickly, enemies can be eliminated much faster. Gan be upgraded to become an extremely 





powerful weapon with a 100 bullet capacity! 





rsts. While it consumes 





Imagine getting a rocket launcher that fires an unlimited number of 





rockets—nice, huh? 


Although the price is high, you can decimate entire villages with a single shot! 


SPECIAL COSTUMES 


When starting a new game or playing a Round Two game, a new opti 


before the game starts. Chose the Special Costumes options to change the way 


the main characters look. Leon kicks it old school in his original Raccoon Police 





Department uniform from Resident Evil 2. Ashley wears pop sens 


and Ada wears her bla 





that enhance her ballistics, as Luis would sa: 





from her mini-game, “Assignment Ada.” 


ASSIGNMENT ADA 





jon appears 


‘ion clothes 


outfit 





In this short mission, Ada Wong must infiltrate the Island base and 
recover five Plaga Samples. The samples must fit into her small 


attache case along with her Punisher, TMP and semi-auto Rifle, so 





heavy item management is a must. Ada has no knife with which to 
break crates and barrels, so you must fire bullets to obtain items 
Do not worry about killing every single enemy, and proceed to the 


next area as soon as possible 
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Special 
Costumes 


Phen infil 


* Assigament 
mb the ladder at the rear entrance and crawl through the vent duct to get inside the building, ‘ 


» Ada 













Once inside, check your in-game map. The locations of the five 


Plaga Samples are marked with treasure icons on Ada’s map, Obtain 





the five samples and kill the enemies guarding them. 





Plaga 
Sample 





In the Research Lab, collect the Plaga Sample and then 


defend yourself from enemies that lock down the room. To 





get out, operate the security console to unlock the doors. 














Plage 
Sample 





At the Communications Tower, use the remaining Hand 
Grenades and the TMP to defeat Krauser. He drops the final 
Plaga Sample, Ride the lift to the top of the tower and call 


the extraction chopper to pick up Ada 
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Completing Assignment Ada adds the Chicago Typewriter to the 


ant’s list in Leon’s game. This insanely powerful 45 caliber 





merel 
Thompson machinegun allows you to mow down enemies with 


infinite ammo! 





Plaga 
Sample 





PTHE MERCENARIES 


ible after clearing the main game once. The Mercenaries is a high-pressure game with 





Airenetic mini-game becomes avai 
Hhiime limit. Kill enemies to seore points. By eliminating foes in quick 


uccession, the combo rate increases. The higher the combo rate, the more 


Points are scored for each kill 


rives. To delay the chopper, 





Only two minutes remain until the choppe 
Pick up hourglasses to increase the time remaining, The longer you stay in 
the game, the higher you are likely to score and receive a better ranking. 
Sore 30,000 points or more to achieve a four-star ranking and unlock a 


Seeret character, Score 60,000 points or more to achieve a five-star rank 


able 





By scoring a four-star ranking or better in each map, new pla 





¢haracters can be unlocked. Unlockable characters include Ada Wong in 





or Resident Evil 2 costume, the irrepressible Krauser, infamous Umbrella 


ter begins the 





VK and the sinister Albert Wesker. Each cha 





piercenary HL 
dame with a bevy. of weapons and items, someof which are unique 


re a five-star ranking with all five characters to unlock the Handeannon 






: in the main game’ 





PILAYABLE, CHARACTERS 


{eon Scott Kennedy 


Unlock: Available from start 
Inventory: Blacktail, Riot Gun, Handgun Ammo x30, Shotgun 
Shells x10, First Aid Spray 


Leon is a familiar character by now, snd it should be fairly 


simple to unlock most if not all of the other characters with 


his load out weapon set 


Ada Wong (Resident Evil 2 Costume) 


Unlock: Score a four-star ranking in the Pueblo map. 
Inventory: Punisher, TMP, Semi-auto Rifle, Semi-auto Rifle 
Scope, Handgun Ammo x30, TMP Ammo x100, Rifle Ammo 
x5, Incendiary Grenade x3, First Aid Spray 

Ada has no knife to defend herself with at close range, but 


she has looks and that goes a long way! 


Jack Krauser 


Unlock: Score a four-star ranking in the Castle Map. 
Inventory: Krauser’s Bow, Arrows x30, Flash Grenade x4, 
First Aid Spray 

Krauser actually transforms his arm by pressing §! After 
killing several enemies in a row, his arm begins to glow red. 
Press ® to transform his arm and then press @ to perform 
a power attack that instantly kills all enemies ina straight 
line directly in front of Krauser, Krauser also uses a knife 
like Leon, but with greater lethality, and he kicks so hard he 
takes most enemies’ heads right off. Krauser’s bow weapon 
is a lethal one-shot killer, but ammo for the weapon tends to 
run dry quickly, Unless a major enemy such as a chainsaw 
maniac or gattling gunner is around, back up into a corner 


and take out enemies with Krauser’s knife and arm attacks! 














HUNK 


Unlock: Score a four-star ranking in the Island 
Commando Base. 

Inventory: Custom TMP, TMP Ammo x75, Hand . 
Grenade x3, First Aid Spray Sureltalis 


HUNK is the infamous Umbrell ent that 





bravely extracted the G-virus from Raccoon 
City. Now he faces an even greater challenge! 


HUNK ha 


s the Very cool ability to grab 





staggering enemies and snap their neck in halt 
Use this to rack up a high combo and save 


ammo! 


Albert Wesker 


Unlock: Score a four-star ranking in the he 
Waterworld map. Mercenaries 


Inventory: Handgun, Handgun Silencer, Killer7, 
Semi-auto Rifle, Hand Grenade x4, Flash 
Grenade x3, Incendiary Grenade x1, First Aid 
Spray 

The notorious Wesker is the most loaded of 
all the characters, weapon-wise. The handgun 
silencer allows him to kill enemies without 
alerting others nearby, if stealth kills are your 
forte, His amazing thrust punch attack should 
be familiar to fans of Resident Bvil 
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